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Infinity Coverage 
e thought a lot about it. We talked about it. We discussed it. But 
W ultimately, we simply didn’t do it. We didn’t put Beauty & the 
Beast on the cover. 

Here's why: The publisher didn’t think it would sell. 

Now, let me explain all this, because you're probably as confused as I 
am. Yes, Disney's Beauty & the Beast is on the cover, plastered in that turf 
known as the left corner box. This is, curiously, the most important part of 
the cover. really. Most magazines—Time, Newsweek, TV Guide and a 
few other. epted—don’t always get “full cover display” on newsstands 
and supermarket racks. Instead, the magazines are lumped together, one be- 
side the other, overlapping so that only an inch or less of each different title 
is visible. And what do you see? Either the very top of the cover (including 
the logo) or a small area from the magazine's spine to the right. 

If this is how magazines (or comics) are arranged at your local shopping 
places, you know what 1 mean. This kind of display makes it difficult for an 
individual title to attract a buyer’s attention. Magazines and comics try to 
overcome this obstacle by positioning something that will grab your atten- 
tion in both that top corner left area and the space above the logo. For exam- 
ple, Marvel comics have been identified for years by those heroic figures or 
head shots in the c and when you can't see the rest of the comic in 
the spinner r hat catches your eye. Decades ago, DC used a 
black & white checkered design at the top of their covers, establishing a sort 
of pop art brand identity. You didn’t even need to see a logo. The checker- 
Joard told you that it was a DC comic. 

I think you now realize why those cover areas—which we refer to as real 
estate—are important. In many cases, that’s all you'll see when you search 
the racks for a new issue (because you buy every issue of that title) or an 
issue you like (because you only buy a specific title when it looks good or 
includes something you want to read) or a new title (because you've never 
ofore bought an issue of this magazine or comic, but you've finally become 
intrigued enough to sample it, to make that impulse buy). That’s why there 
has to be something strong in that corner cover. 

By the way, all sorts of other arcane cover knowledge has accumulated 
over the years. Just a few comics insights: If you put hot characters (i.e. 
Ghost Rider, Lobo, etc.) on the covers of new or poor-selling titles, sales 
will, of course, go up, sometimes dramatically. According to Roy Thomas, 
sales of his individual issues of Conan once varied depending on whether 
skeletons were included on the cover. Conclusion: Skeletons sell. And most 
importantly, “infinity covers"—those covers of, for example, readers 
holding a copy of COMICS SCENE on which there is a (smaller) cover of the 
same readers holding a COMICS SCENE with the same (even smaller) 
cover, ad infinitum—sell very well indeed. 

But we were pondeiing Beauty & the Beast. There are two other truisms 
at work right here: 1) Al/ magazines published don't sell overwhelmingly 
well in December and January, due to the time and financial demands of the 
holidays on all readers. And 2) COMICS SCENE covers featuring anima- 
tion—whether of good movies (The Little Mermaid, The Secret of Nimh) or 
disappointments (Fire & Ice, Jetsons: The Movie) or even TV (Tiny Toon 
Adventures, The Simpsons)—as the cover’s main image, not that corner 
box, have not sold as well as covers featuring superheroes. 

Furthermore, in a strange double standard, although it’s the corner box 
area that's most important, editorially, among ourselves we say things like, 
“Hand me a copy of that Addams Family issue,” not “the one with Doc 
Savage in the corner,” #23. It’s the main image that gets the public recogni- 
tion, and it’s the main image to which we perversely attribute all or most of 
that issue's sales success. 

Yos, editors and publishers have seen Disney’s Beauty & the Beast. And 1 
hope you have, too. If not, go out and see it now. Yes, we think Beauty & the 
Beast is a masterwork, an absolutely terrific film. Yet still, as I've outlined, 
we didn't put it on the (main) cover because “animation doesn’t sell so well, 
and this is a lackluster sales time to begin with.” 

Nope, we didn't put it on the cover, but we did put it on that more impor- 
tant top corner real estate. Understand? If you do, if you can truly follow the 
logical absurdities of this debate, let me tell you one very important thing. 

You have a great future in publishing. 
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—David McDonnell/Editor 
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#21 Interviews: Jim Lee, Norm Breyfogle, 
Bob Burden, Marc Davis. Rocketeer. 
Batman. X-Men. $6. 


#22 Available September. $6. 
#23 Available October. $6. 
#24 Available December. $6. 
#25 Available February '92. $6. 


STARLOG COMMUNICATIONS INT. 
475 Park Avenue South, 8th Flr. 
New York, NY 10016 

Send cash, check 

or money order! 

POSTAGE & HANDLING: 

1 magazine: add $2 P & H 

Up to 5 magazines: add $3 P & H 
6 or more magazines: add $5 P & 
FOREIGN POSTAGE: 

For all countries other than U.S., 
Canada and Mexico, above rates 
DO NOT apply. 

Printed Matter Air Mail: 

Add $4 per magazine 

New York state residents must add 
sales tax. Canadian residents add 
10% sales tax. 


Send these COMICS SCENE issues: 


H 


#_ price #___price 
#__ price #_ price 
#_ price #_ price 
Postage $_ 

Total Enclosed $___ 

NAME 

STREET 

CITY STATE ZIP 


DON’T WANT TO CUT OUT COUPON? 
WE ACCEPT WRITTEN ORDERS. 


ee | 


[SC5C5CSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSC 
CSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCS) 
CSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCS 
TSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCS 
CSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSESCS 
CSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCS 
CSCSC5C5CSCSCSCSCSCSCSCSCSCSCSCS8 
CSCSCSCSCSCSCSCSCSCSCSCSCSCSCSCSC: 


toons in the 1920s. Only about 
30 of them now are in any type 
of circulation. My guess is that 
another 50 are out there in one 
or وس‎ copies, and the others 
ng. What about 
7 There's a “high-visibility 
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Hollywood's campaign to re- | UCLA collection which exist 


nowhere else. ASIFA should 
spend time and money to re- 
store those. 

My general opinion, though, 
is that ASIFA will get their act 
together and restore all of the 
scarcest material.,.although 
their initial preferences may ac- 
tually doom some beautiful 


store the nitrate cartoons of the 
‘20s and ‘30s at UCLA before 
time runs out. 

It is a supreme and grievous 
irony that the first cartoon they 
picked to restore was 
“Grampy's Indoor Outing.” 
This cartoon is owned by NT 
If not as a negative, as a fi 


run positive. The fact remair zartoons. However, there's 
This cartoon is in no danger of | something that they cannot 
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the Cat starred in over 200 car- | their owners. 
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Walt Disney Animation is 
ashamed that it ever made 
black-and-white cartoons; 75% 
of Mickey Mouse's cartoons 
lacked color. For this, they 
have been suppressed, aside 
from about 20 which have been 
run over and over on the Dis- 
ney Channel, often shamefully 
cut. These cartoons, the most 
joyous, enthusiastic and inter- 
esting cartoons of the early 
1930s, have finally lost out in 
popularity to their contempo- 
rary competitors, entirely be- 
cause the early 1930s work of 
Warner Bros. and Fleischer are 
widely available now...at least 
most of them, It is impossible 
for a serious fan to build a 
collection of early Disney 
cartoons, and thus there's 
nothing to do but turn to 
Bosko and Betty Boop. 

I was witness as the original 
Mickey Mouse Club was 
banished from the Disney 
Channel and replaced by a new 
version—more specifically, an 
unabashed attempt to one-up 
Nickelodeon's You Can’t Do 
That On Television, which 


Art: Mike Fisher 


BRUCE, IF You DON'T 
CALL A’ DOCTOR ABOUT 
THAT WEIRD SWELLING, 
I'LL CALL ONE FOR you / 


6۹۲ Looks Like THE 
BATMAN WON'T BE 

WEARING HIS COSTUME 
UNDER. HIS SHIRT. 


abandoned classic cartoons 
completely, color or black-and- 
white. Sadly, the Mickey 
Mouse Club was the only way 
collectors were able to see the 
other 75% of Mickey's films. 
The Disney Channel, which 
now spends an hour every day 
showing us Hanna-Barbera’s 
Jump, Rattle and Roll and Care 
Bears, couldn't care less. They 
seem to have completely for- 
gotten the meaning of quality. 
Many of the early Mickey 
cartoons have been colorized 
by computer methods, a way 
that leaves the original art in- 
tact. Shockingly, Disney re- 
fuses to release them complete 
on TV or video, yet feels fit to 
show excerpts of them on 
“tributes” to their studio—and 
worse—as accompaniment to 
rock music. The episodes made 
from 1928-1930 are on the 
primitive side, sure. But it’s 
hard to believe that in some 
kind of distribution, they could 
not do worse than Warners’ 
Bosko series, which Nick- 
elodeon runs successfully. 
ASIFA is being praised for 


BATMAN © DC COMICS 


Art: Kevin Brockschmidt 


saving rare cartoons. I think it's 

the worst hypocrisy of all that 

the most famous cartoon char- 

acter in the world, Mickey 

Mouse, is being starved by the 

hand that fed him and cannot 
be helped out by anyone. 

David Gerstein 

620 E. Valerio Street 

Santa Barbara, CA 93103 


...Well, I see NBC has not in- 
cluded Alvin & The Chipmunks 
in its 1991-2 season, tho’ Turn- 
On-level trash like Chip & Pep- 
per is included. I'm not 
surprised, though. Last season, 
they had to go fix something 
that wasn’t broken: Instead of 
those chipmunks doing true-to- 
life stories, they just sat 
around watching watered-down 
parodies of hit (schlock) 
movies. After three such out- 
ings, 1 boycotted the rest of the 
season. At no time did NBC 
wake up and smell the coffee! 

I really enjoy watching Tiny 
Toons though continuity and 
consistency is vestigial at best. 
As they have not begun a 
second season this September 
(it tooks like another round of 
repeats), and as I have the 
better ones on tape, I'll be 
viewing those. They did break a 
lot of taboos; such as toilets. 

I haven't read DC’s 
“comics” since the Crisis 
brouhaha, which was a mess 
both continuity- and consis- 
tency-wise. Writers couldn't 
decide whether the last five 
parallel earths merged along 
their entire time-lines or in 
1986. DC has been writing for 
skinheads and punks lately and 
their subject matter clearly 
shows this. 

I'm sorry for the Tintin 
adaptations for TV (CS #23); 
this strip has been beautifully 


LY MAYBE I SHOULD 
JUST COME UP WITH 


A DIFFERENT 


drawn and well-written by the 
late Hergé, but I have all the 
stories and thus any overly- 
simplified and toned-down TV 
rendition would only get nega- 
tively compared by me, a 


purist, to the original. Also, 
they haven't helped by not 
choosing to adapt Explorers on 
the Moon, my favorite. 

I no longer read Marvel as 
their stories are no longer com- 
prehensible. Their art is clut- 
tered and incoherent. What 
prompted me to leave three 
years ago, was all the killing, 
the changes and the lack of any 
pacing; the worst of all was 
Alpha Flight, which often con- 
tradicted something established 
two issues earlier! The X-Men 
were getting truly schlocky and 
turning into gibberish. 

Paul R. Wilson 
Bergenfield, NJ 


“Alfred, you got our laundry 
mixed up again.” 


CORRECTIONS: The Robert 
McKimson article in CS #22 con- 
tained three minor typographi- 
cal errors. It’s Jack L. Warner, 
not Jack O. Warner. The cartoon 
is “Arabian Nightmare,” not 
“Arabian Nightmares.” And it's 
the USC Archives of the Per- 
forming Arts, not the USA. 


COMICS SCENE #24 9 


SIDEKICK IDEA... 


Art: Peter Mullins & Hugh Fleming 


Of Titans & 
Terminators 


Marv Wolfman deals out surprise 
fates & deadly futures. 


By KIM HOWARD JOHNSON 


itans, a Terminator and a Tomb 
have been occupying veteran 
writer Marv Wolfman's time 


these days, but he's doing exactly 
what he enjoys 

Variety and change is what keeps 
him interested after all these years, he 
explains, Tomb of Dracula (CS #22) is 
the revival of a title he worked on in 


the ‘70s, Deathstroke the Terminator 


has just earned its own series (see 
sidebar, page 12) and The New Titans 
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is undergoing a major shake-up. 

Recent events have seen the Titans 
membership undergo a radical 
change, with plenty of others 
promised. New members are joining, 
old members are dying, and there will 
even be another Teen Titans title in 
mid-1992. 

“One of the problems the Titans 
have had for many years was playing 
to the status quo,” says Wolfman. 


“We weren't doing anything. I was 


bored with it, and so were the 
readers—we just weren't pushing.” 

New editor Jonathan Peterson was 
instrumental in pushing for changes. 
When Peterson took over the book, 
Wolfman says artist Tom Grummett, 
inker Al Vey and outgoing editor Mike 
Carlin got together for three days to 
come up with the current storyline 
that has them all excited again. 

“I was really thrilled,” says Wolf- 
man. “Occasionally, I like my charac- 
ters so much that I never want them 
to go through any major problems, 
and of course, that's what makes the 
stories interesting. Jonathan kept at 
us, and we kept coming up with new 
characters and a new direction. We 
couldn't believe how well the new 
stuff tied in to everything we had been 
doing for 11 years on Titans. 

“The status quo was becoming 
stale, not the characters. We were fol- 
lowing the same type of stories that 
we had been doing. Mike Carlin and I 
had been talking about changes, too, 
but we never got to work on it to the 
degree we wanted. Jonathan was 
Mike’s assistant, so he knew of all 
this and was gung-ho to make the 
changes. 

“We all sat down and came up 
with the ideas together. We were able 
to bring in things from the first issue 
and have them tie in precisely wit 
what we wanted to do, so nothing 
came out of left field. Everything ac- 


~= — a 
Except for Phantasm (left) and Pantha (center), there won't be a solid Titans 
membership for some time, says writer Marv Wolfman. 


tually functions within things thai 
have happened before, yet it's actually 
all brand-new. That's what makes it 
really exciting for us. We could have 
come up with anything, but this 
actually ties into continuity, and we 
very clearly set it up years ago!” 


3 best examples is 
icho, ho betrayed his 
fellow Titans when he became 


the leader of the Wildebeest Society. 
wit Jericho very 
/ ties into the first five 
second version of the Ti- 
y he tries to cure Raven 
after she has been taken over by 
Trigon. Jericho tried to enter her and 
was horribly repelled. The ending of 
that particular story made the whole 
changeover into what we currently 
have. Also, the very first real story- 
line in Titans 11 years ago was a 
Raven storyline—why Raven assem- 
bled the whole team. So in a way, it 
goes right back to their origins.” 

Although Wolfman says he obvi- 
ously didn’t plan the current events a 
decade ago, he was surprised at how 
many plot seeds were planted. 

“We were able to pick up on 
threads we had left,” he says. “When 
a writer is in this mode with continu- 
ity stories, he leaves things behind 


سسجت 


specifically unsettled, even if he 
doesn't know it. I've had too many 
situations in the past where I've been 
able to tap into things and go. ‘Why 
did I leave this here?’ and it was o 
viously an unconscious thing to be 
picked up on late 

“This stuff was 


changed over the last few years any 
way. Granted, that wasn't tied in with 
what we were doing, but it certainly 
leaves it open to be interpreted as 
retro-continuity; you could explain 
some of it because of what we're do- 
ing now. I don’t think I’ve ever been in 
a se of meetings where so much 
was accomplished that it shocked us. 
We knew where we wanted to go, we 
knew we wanted to shake things up.” 

Readers may be shocked as well, 
hough Wolfman says that wasn't 
their primary goal. 
“The shocks are only to let the 
readers know that things are chang- 
ing. We weren't specifically sitting 
down and saying, ‘This issue we're 
going to shock everybody.’ With a few 
points, we did, of course—the revela- 
tion of Jericho, the introduction of 
new characters, the deaths of a few 
characters. Those were designed to 
shock, but also to let people know this 
(continued on page 14, after sidebar) 
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| Troia will leave The New Titans to 
become a supporting character in 
the new Teen Titans series. 
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New Teen Titans burst from the pages of 
The New Titans and into their own 
series in 1992. 
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Ago Deathstroke, the 
Terminator has been around for 
over a decade, he's now the newest. 
hottest action hero in comics. With 
his non-Comics Code-approved solo 
barely half-a-year old, the 
Terminator faces an active future, 
beginning with a four-parter co- 
starring the Batman. 

“Terminator is wanted by the CIA 
in the current storyline,” says co-cre- 
ator Marv Wolfman. “Jericho [of The 
New Titans] has been killed by Ter- 
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minator, his own father, in a scene 
that’s just gorgeous, the way Tom 
Grummett drew it. So, issue #5 saw 
the Terminator try to make amends 
with Addie, his ex-wife, who never 
wants to see him again. He leaves 
Wintergreen, the calming influence on 
him, behind, and wants nothing to do 
with anybody.” 

A criminal gang in Gotham Gity 
wants him to kill a turncoat/informer, 
but “Terminator turns them down. 
Then, the Mob wants to wipe him out, 


Deathstroke, the Terminator visils 
Gotham City. How long will he stay? 
That's up to the Batman—and Marv 
Wolfman. 


so he does go after the informer. A 
Gotham policeman is killed,” says 
Wolfman. “Now, Terminator is 
wanted by the Gotham police, too, 

and they call in the Batman.” 

The next year will see Slade Wil- 
son (the title character) involved in a 
variety of storylines. 

“We're gonna keep moving in dif- 
ferent ways: In the next few months, 
Terminator will be hunted by virtu- 
ally everybody in the DC Universe,” 
Wolfman says. “He's gonna be caught 
and imprisoned. We don’t have to 
worry about secret identities, because 
he doesn’t have one. He wears a 
mask, but that’s a professional thing. 
People do know who he is and how to 
get in touch with him. 

“He's put behind bars, and unlike 
any supposed hero, nobody in prison 
dislikes him. He’s a killer—he doesn’t 
put away criminals. At the same 
time, he’s losing all of his extra 
abilities because of what happens in 
the Batman storyline.” 

When Terminator first appeared in 
New Teen Titans #2, he was a violent 
gun-toting mercenary, unafraid to kill. 
And when DC finally gave him his 
own title, Wolfman says the character 
wasn’t softened up to make him more 
appealing or accessible. 

“In fact, I probably hardened 
him!” the writer says. “When you're 
working with other people, you work 
at their level. Since he had to accom- 
plish the same goals—he wanted to 


“I think Slade [Wilson] can be likab! 
notes the writer. “Terminator isn't. 


According to Wolfman, “Terminator will 
be hunted by virtually everybody in the 
DC Universe.” 


find his son—he had to work with the 
Titans. He needed their abilities. On 
his own, he doesn’t have to temper 
himself.” 

Terminator isn’t your typical 
comic-book hero, says Wolfman—in 
act, he’s not exactly a hero at all. 

“I have always viewed him as 
pretty much what he is—a mer 
nary. He’s not a superhero. He’s the 
protagonist of our book and has a 
strict moral code, which regular peo- 
le would probably disagree with 
completely. If attacked, he kills. 
He’s a mercenary, and he takes on 
of fortune. I guess 
8 ss you get caught by 
her side! That’s the way he has 
made his money.” 
He achieved popularity with his 
first appearance. Nevertheless, it has 
taken several years for Deathstroke 
the series to begin. 

“It’s strange, because when I cre- 
ted the character with George [Perez] 
ack in Titans #2, we knew we had 
hing, Dick Giordano thought the 
; ter should have stood on his 
own; that’s how strong he was. We 
had done several stories that 
indicated this was a powerful 
character and could probably get his 
own book. This eventually became 
Titans editor] Jonathan Peterson's 
idea. We did the pilot in Titans #70, 
which was a way of reminding people 
who the Terminator was, since he 
hadn't appeared in years, Reaction 

was so good that we made a regular 
series out of it.” 

Although some have drawn com- 
parisons between Terminator and 
Marvel's Punisher, the writer says 
there are few similarities. 

“We got this an awful lot before the 
book came out,” he observes. 
“Obviously, Punisher was in the ’70s, 
and Terminator was created in 1980, 
but Terniinator, in my mind, is very 
clearly a mercenary. Punisher i 
mob-hunter. They have completely 
different reasons 1 sting, and it’s 
essentially the difference between a 
soldier and a policeman. Granted, 
they’re freelancers, but one goes after 
the mob, and the other takes on jobs 
for hire. 

“From what I’ve read of The Pun- 
isher, Vigilante, which 1 did, was 
much closer, but when we did Vigi- 
lante, there was no Punisher comic 
The other difference is that the 
are not personal stories in The 
Punisher. All of the stories in Death- 
stroke are personal. They're about 
him, they’re about the people he cares 
about; there’s a love interest. To me, 
Slade Wilson is a vitally interesting 
character. He’s more interesting than 


2 


{his alter ego] Deathstroke, who’s 
more of a hired gun. Slade Wilson's a 
real person. The character in The 
Punisher exists solely to be the Pun- 
isher—his sole purpose is to wipe out 
bad guy 

One problem Wolfman continually 
faces is writing a lead character who 
isn’t really a nice guy. 

“1 think Slade can be likable. Ter- 
minator isn’t,” he says. “Slade is ce 
tainly a social animal—that’s another 
between him and the Pun- 
an't even remember the 
Punisher’s real name [Frank Castle], 
even though I wrote one or two back 
in Spider-Man, when he still used 
mercy bullets. Slade can be a very so- 
cial and sexual character. He's a 
person who has needs, desires and 
everything. On the other hand, 
Terminator is a mercenary. He can be 
a very likable person in a job that 
most of us would find repulsive.” 

Wolfman isn’t sure why Termina- 
tor is so popular, but he says they 
knew the character was a success 
from the beginning. 

“Frankly, when we started him in 
1980, we knew we had something 
with him. Readers have always liked 


the character. He always gotten 
the best mail of the Titans. I used him 
very sparingly because I saw he was 
so strong that I didn’t want to over- 
use him as a supporting character,” 
Wolfman explains. 

“I saw him as too strong for the 
book; he would eclipse everybody 
else—and he has done just that! To 
brag a little bit, آ‎ think it was one of 
those times that we came up with a 
nearly perfect creation, and you can't 
plan those. This character just sang 
the moment he v eated, and we 
all knew it. 

“Deathstroke, the Terminator is a 
book that I really enjoy doing,” Wolf- 
man ys. “I did Jén Sable for a 
while, simply because I love writing 
international stories. The blend I 
currently have writing Titans and 
Terminator is a phenomenal one, be- 
cause I get to write several genres that 
1 enjoy doing. 

“I love doing the type of 


enthuses Marv Wolfman. “And I | 
writing the fantasy stuff with the Ti- 
tans, too. It’s not like Tm writing the 
same book, and that’s important.” 
—Kim Howard Johnson 
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All Deathstroke, New 1 
is important. They've seen hype—we 
can't tell the reader that it’s good, that 
they're going to be surprised—they’ve 
got to be surprised.” 


eath won't be taking a holiday 
from the Titans. There'll be 
further fatalities in the current 


three-part storyline, says Wolfman, 
though he declines to be specific. 

It's not to shake things up,” he 
says, “outside of Golden 
death, He was a useless character in 
many ways—nobody was using him, 
and he was replicated elsewhere. It 
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tells the reader that nothing i cred. 
That first death may have been 
tenuous, but the future ones aren’t— 
this is the direction it had to go once 
we set the story in motion.” 

Along with the deaths, Wolfman 
has introduced new team members 
Phantasm and Pantha in the last 
storyline. “When the dust has settled, 
there will be a slightly different group 
of Titans. | don’t want to pinpoint the 
competition, but unlike other books, 
those characters are not going to 
come back, with the status quo main- 
tained and the exact same group they 


began with. Some of these characters 
are gone for good because they're 
dead! We've been very careful in The 
New Titans—when we say they're 
dead, they're dead! 

“Now, that brings up Terra!” 
laughs Wolfman. The one-time 
traitorous Titan was killed years ago, 
but has turned up alive in the current 
storyline—or has she? 

“All I can say is that this is some- 
body named Terra who has similar 
powers, though not identical. She 
looks the same, and answers to that 
name, but it’s very clearly said in the 


Art: Tom Grummett/Al Vey 
last Titans Annual that this is not the 
same Terra. The explanations for al 
that are coming at some point—I've 
got them roughly worked out. It is not 


Tara Markov, [the Terra] who was: 


killed. What she is and why she an- 
swers to the name Terra, how she got 
her powers and why she looks the 
same is all part of the story. Titans 
fans may get angry at things, but 
we've never lied to them.” 

There still won't be a solid Titans 
membership roster. Instead, the team 
will vary. 

“That's one thing I like about the 
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current set-up,” s Wolfman. “Not 
all of the characters are going to be 
there, Cyborg is currently brain-dead. 
How long that will last hasn't been 
worked out. There's going to be a two- 
part Cyborg story appearing in DC 
Showcase at some point that puts the 
final kibosh on his easily getting back 
his brains. We don't have that resolu- 
tion timed out—it's a long-range 
story, but right now, he’s little more 
than a robot. Troia will be out of the 
group. Raven and a couple of the oth- 
ers are pretty much out. The only 
ones we know for sure are Nightwing, 
Starfire, Changeling, Phantasm and 
Pantha—but 1 may be wrong at this 
moment. Those are the characters 
who are technically supposed to stay. 

“{Readers’] first reaction was, 
‘How dare you do this? How dare you 
get rid of the characters that we've 
grown to love for 11 years?’ Slowly, 
everybody saw that this was a major 
change, and they started to become in- 
terested in the book. Now, the reader 
reaction is 98 percent positive. incred- 
ibly so. People don't know where 
we're going, and they want to read it. 
We've done exactly what we wanted 
to do, and now we have to maintain 
that by continually shaking up the 
status quo.” 


olfman is enthusiastie about 
his Titans collaborators. 
“It's a different type of 


relationship than I had with George 
Perez, when we sat down and created 


More deaths are in store for the Titans, confe 
it had to go once we set the story in motion.” 


es Wolfman. “This is the direction 


the thing,” he s But right now, 
we're trying to re-create it. George and 
I lived within walking distance of 
each other, so we used to get tog 
for lunch and talk things ou 
current ationship isn’t as close on 
a personal basis, becau Tom 
Grummett, artist] lives in Canada, 
and Al [Vey. inker| lives in 
waukee, so we only get to see each 
other a couple of times a year. Al is 
totally crazy—I love him. He'll come 
up with the wildest concepts. 
“Tom is a little bit quieter than Al; 
he'll come in with these little things 
that sound real good—he's the type of 
person who's fairly qu and then 
will come in ly the right 
thing. Jonathan [Peterson] has been 
phenomenal. I’ve never worked with 
an editor who has been more involved 
and enthusiastic. He has maintained 
that love for the stuff that many other 
editors get jaded by and lose interest. 
I'm having a ball working with 
onathan.” 
Meanwhile, a spin-off Titans title 
which fans got a preview in the sum- 
mer 1991 annual, is also in the works. 
The book will be called either The 
Teen Titans or Team Titans, and 
Wolfman says the Tifans/Armaged- 
don 2001 Annual explains what the 
new team from the future is all about. 
“They're one of several hundred 
groups in the future, all of whom have 


“The New Titans exists as an adventure 
book, as a fun character book, as a 
melodrama,” s the writer. 
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The key to the Titans’ future success, reveals Wolfman, is that readers have “got to 


be surprised.” 


been sent back to the present for one 
purpose—to kill Troia,” he says. 
“And to prevent her son, the villain in 
the annual, from being born. Unfortu- 
nately, he's back in the past, too, as 
revealed in issue #80. They've all 
come into the past. including this god- 


like character, because he's the son of 


a Titan, but unlike Troia, he was not 
trained and the pow drove him 
crazy, as revealed in issues #50-#54, 
the origin of Wonder Girl.” 

In it, one of the Titan gods ds” 
(beings given godlike powe but 
without memory of those powers’ 
origin, then returned to their home 
planets) somehow maintains the 
forbidden memory and goes totally 
crazy. “The memories of all the others 
» removed,” says Wolfman. “This 
is what I mean by picking a thread 
from the past and using it in the 
present. Donna was converted into a 
god ‘by these Titan gods, and very 
clearly established that if they had 
maintained their memori they 
would go crazy. Now, she’s having a 
baby. All the power of the gods is 
inside her—she has been trained to 
use the power well, but the baby has 
no such training. The power of the 
gods enters the baby, which instantly 
a itself and is totally mad. Now, 
it's back in the past. His goal is to 
preserve Troia, his mother, until she 
actually gives birth, and then kill her. 
The Teen Titans are assigned to 
destroy her before she can give birth, 
and our Titans, in a sense, have to 
take the side of the mad god who's 
going to destroy their entire planet 
later, because they must preserve her. 
That's our next storyline, which 
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eventually leads to the Teen Titans’ 
own book next May or June.” 

Although the new title will deal 
with one team, Wolfman says there 
are potentially hundreds of groups 
that could appear in the book. 
“As revealed in the annual, there 
are many groups in the future, This 
mysterious person from our time pe- 
riod brought together hundreds of 
these people and kept them all sepa- 
rated. They cannot know who they 
ar > in case they're captured they 
can give no information whatsoever. 
They're all different teams, t all 
have different orders and they're all 
designed for various things to create a 
brand-new future for themselves. So. 
we have a major storyline with 
hundreds of new characters added as 
we need them. Some of them we may 
never see—we get a hint of it in 
Titans #80.” 

However, the stars of the new 
comic will still be the team intro- 
duced in the annual. he major 
group will be the one we've seen: 
Nightrider, Killowat, Redwing, Mi- 
rage, Prester John and Terra. But 
there are other groups, and, if we 
need to, we may just center on them 
for a storyline. We can play with the 
entire DC Universe, play with history, 
and keep things fresh by not having to 
worry about centering on just one set 
of characters.” 

One of the current team mem- 
bers—Troia—will move over to be- 
come a supporting character in the 
new Teen Titans, and won't be ap- 
pearing in the regular book, says 
Wolfman. Although Nightwing was 
the new group's leader in the Titans 


y 


z Annual, he won't be anymore. 


“Because that’s an alternate future, 
and because that was Nightwing's 
story, he had to be that character,” 
Wolfman says. “We have to play a lit- 
tle bit fast and loose, and the readers 
will have to work with us on it, be- 


= cause it is an alternate future that 


may or may not come about. Conse- 
quently, once it was no longer 
Nightwing’s future, that same situa- 
tion existed, minus him. However, 
when the characters do come into the 
present and Mirage sees Nightwing, 
she will have the same romantic feel- 
ings for him, which will provide a 
conflict between her and Starfire.” 


olfman isn't content with the 
two Titans books—he's 
planning a mini-series 


starring one of the most popular team 
members. “Nightwing could certainly 
carry a full series, but why try to get 
one out every month? His stuff is very 
complicated. The storyline is going to 
cross three generations: Batman, 
Nightwing and Robin.” 

Additionally, there may be a third 
Titans title involving a hot young tal- 
ent currently working on a Marvel 
Comics bestseller. “They've been talk- 
ing about a min ies with Rob 
Liefeld,” Wolfman says, “but I don’t 
know what the final thing is.” 

Games, the long-anticipated Titans 
graphic novel, will still happen. 
Wolfman promises it will be worth 
the long wait. 

“It's about 120 pages, and George 
Perez has drawn 80 pages of it,” he 
says. “When he finishes it, I will dia- 
logue it, and I sure hope it’s soon! It's 
going to be a flashback now; after 
George is done, he’s going back to add 
a beginning and ending section with 
the new characters, because it’s not 
the same group now. It'll be the only 
time that George has done the new 
characters, and it'll also be the last 
time we'll see the old ones. It’s a great 
story. I can’t wait—the first 80 pages 
are gorgeous! It’s some of the best 
work George has ever done.” 

With all of his Titans projects, the 
runaway success of Deathstroke, the 
Terminator and the various mini-se- 
ries and one-shots, Marv Wolfman 
does feel he’s overworked, “But I al- 
ways feel that way,” he laughs. 

His fans will be happy to hear that 
his workload won't cause him to drop 
any titles. 

“I may not pick up other stuff, or 
do all of the connected series,” he 
says. “I'm not writing the Cyborg two- 
parter, though I did sit down with Len 
Wein and work out the story's 
parameters. I see no need to drop 
anything. I'm doing exactly what 1 
enjoy,” smiles Marv Wolfman. “When 
I have my cerebral hemorrhage, then 
I'll think about it.” 
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It’s a family 
affair when Mark 
Bodé resurrects 
. Vaughn 65 
“Cobalt 60.” 


ا 


a longer, more detailed Cobalt 60. 

Now, Bodé’s 28-year-old son Mark 
is completing his father’s dreams, 
while carving out his own reputation 
as a distinctively humorous comic 
artist. Building on his father's vivid 
color and fluid inking, the younger 
Bodé has developed his own flair for 
“wild style” cartooning as creator of 
Miami Mice and Zara Tungi, 
bodacious red-haired star of 
Penthouse’s Hot Talk, and as a guest 
artist for the original Teenage Mutant 
Ninja Turtles. Indeed, working with 
Kevin Eastman on TMNT turned out 
to be the catalyst that has made a full, 
definitive Cobalt 60 finally possible. 
A huge Vaughn Bodé fan, Eastman 
convinced Mark to relocate with wife 
Molly and 7-year-old daughter Zara 
from Berkeley to Northampton, 
Massachusetts, as a resident artist for 
Eastman’s new company, Tundra 
Publishing, 

Early next year, Tundra will re- 
lease the long-awaited full Cobalt 60 
graphic novel as a four-part monthly 
series, pencilled and colored by Mark 
and written by Larry Todd. Todd, an 
eclectic author/artist whose works in- 
clude Harlan Ellison’s The Chocolate 
Alphabet, was a close friend and fre- 
quent collaborator of Vaughn Bodé, 
and, according to Mark, has become a 
mentor to the younger Bodé as well. 

Opening with Vaughn Bode’s origi- 
nal Witzend story, issues #1 and #2 
will reprint the first half of the 
Bodé/Todd collaboration, originally 
published as a serial in Epic Ilus- 
trated in the early '80s and collected 
by Donning/Starblaze into a slick 
gtaphic edition in 1988, Issues #3 and 
#4 complete the story with all-new 
material, And as a special bonus, all 
issues will feature original sketches 
by Vaughn and interpretations of the 
Cobalt 60 universe by guest artists, 
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friends of Mark’s such as Todd, 
Eastman, Stephen (Taboo) Bissette 
and Rick (Swamp Thing) Veitch. 

“My father had designed about a 
dozen characters for Cobalt, but the 
whole story was too morbid and too 
black a vision for him to live with,” 
claims Mark Bodé, explaining why 
his father never developed the story 
further. “He found himself very de- 
pressed because he felt that the post- 
holocaust situation it represented was 
Earth’s barren future. So, he left it, 
hoping that somebody would come 
along and write a longer story.” 

Vaughn Bodé had asked Archie 
Goodwin to pen a longer Cobalt 60 
story. As Mark Bodé explains, 
“Archie declined, saying that my fa- 
ther’s vision was too particular to 
him, too much his personal vision.” 


s for where his father intended 

to go with the story, Mark 

Bodé adds that while Goodwin 
was correct in gauging the strong pull 
the character had on his father, 
Vaughn never had any clear idea of 
its direction. “In fact, I think he 
wanted to kill all the characters off by 
the tenth page and have another 24 
pages of just desert,” Bodé reveals. 
“That was his ultimate plot of Cobalt 
60—to have more than half the book 
just barren plain, with the sand 
hissing through it and all the charac- 
ters dead. Pretty bleak.” 

The new Bodé/Todd version of 
Cobalt 60 is often black, but consider- 
ably less grim—punctuated as it is 
with bursts of slapstick humor and 
social satire. When Todd began 
piecing the story together in 1982, one 
of the first decisions he made was to 
omit Vaughn’s second Cobalt story 
from the plotline. In it, Cobalt kills the 
last fertile woman left on Earth. 

“That kind of ended the story right 


there,” Bodé grins. “Larry Todd, my 
father’s collaborator and friend, de- 
cided to take that out because it 
ruined a longer version of Cobalt.” 

Thus, Mark Bodé and Larry Todd’s 
Cobalt 60 takes up where Vaughn's 
Witzend strip left off, with Cobalt 60 
sniping and gunning down a scout 
party of the Radio People’s goonish 
genetic police and lopers, their 
trained mutant drones. He rides in on 
his great lumbering brontosaurial 
grasser and walks back into the cliffs, 
laser in hand, fierce eyes still leering 
through the dark slit of his white 
mask. But, Bodé and Todd also offer a 
motive behind Cobalt 60's bitter one- 
man war against the Radios; in the 
next scenes, set high within the spiral 
towers of Radio City, it is revealed 
that Strontium 90 (the stunted, pee- 
vish dwarf who rules tyranically over 
the Radio People) cleared his path to 
the throne by murdering Cobalt 60’s 
parents, beloved King FE 56 and his 
lusty wife, AU 80. The savvy AU 80, 
however, arranged for her son to 
escape under the tutelage of “a 
marginal mutant governess” named 
Mog, a gun-toting crone who nurtured 
Cobalt’s hatred of the Radios. 

“Cobalt hates the Radios because 
the Radios have been exterminating 
the mutants in the desert,” Bodé ex- 
plains, dwelling on the story’s inter- 
nal irony. “So, Cobalt takes up the 
gun. As he gets older, he has these 
mass killings where he attacks the 
Radio patrols. But, he’s killing his 
own race.” 

The story builds swiftly as Cobalt 
hooks up with birdlike scavenger and 
archaeologist Franklin Gothic Green, 
and an army of very hungry Croc sol- 
diers led by the gruff Patton-like 
General History. Meanwhile, 
Strontium plots with his own wicked 
prime minister, Polonium 210, to 


swindle the bobbing 
called Big Eyes out of 
so that t 


1936 and other 
is a moist worlc 


jungle and 


The first part climaxes in a huge bat- i 
tle between the Big Eyes, Crocs and — 


Radios, at the end of 
is unmasked. 

“At first, they think he’s FE 56, the 
JFK of the Radio People, but then they 
realize that he must be FE’s son, 
Cobalt 60, since FE was asgsassi- 
nated,” Bodé outlines. “So, he’s king, 
and they hail the king and parade him 
off in victory to Radio City. But from 
that point, Cobalt is basically in a 
straitjacket, forced to be king of a race 
he hates. More or less a post-holo- 
caust Hamlet, or so I’m calling it be- 
cause it’s a tragedy, and yet it still 
has its comical side. 

“Without giving away the ending, 
Cobalt eventually starts acting the 
part of king so that he can make plans 
to escape the castle. He makes several 
but unsuccessful attempts to escape, 
eventually does escape. He even bears 
a son, an heir to the throne. But, 
Cobalt hat is son, hates himself, 
wants to is son and himself, just 
because he knows he’s carrying on 
the race and was forced into the entire 
situation.” 

Despite the seeming nihilism of 
this father-son rivalry. Bodé main- 
tains, “Eventually, there is somewhat 


which Cobalt 60 


of a hap nding.” As for Bodé’s 
own relai ip with his famous fa- 
ther, he characterizes it as anything 
but rivalous. The Bodé art style, the 


y, was fed from an early 
and understanding. 

it on my father’s lap, 
while he was drawing,” he recalls 
with a smile. “I always wanted to be 
a cartoonist, wanted to be like him. I 
wanted to be able to sit down and 
draw and think of fantasy lands and 
get into my own world. He used to tell 
me stories about his characters. I just 
wanted to stay in that realm. And he 
encouraged me by paying me 50 cents 
a page even when I was five, six 
years old. My father was a real drive 
for me.” 


aughn’s characters easily took 

on a vivid reality for his youn; 

son. For example, father anc 
son used to take long walks in the 
college town of Utica, New York, 
where Mark lived until age 12, when 
his father died. fe used to go 
walking through cemeteries and up 
hills,” Bodé recou: “We talked 
about all kinds of things—the uni- 
verse, what we are, all that stuff.” 

In between the metaphysics, 
Vaughn would bring his son to one 
particularly memorable location. “He 
used to take me up the hill to Cheech 


Mark Bodé’s Cobalt 60 won't head down the same “bleak” path his father, Vaughn 


Bodé, envisioned for the series. 


Wizard's sewer hole,” Bodé fondly re- 
calls. “It was just a big metal sewer 
hole, as I remember it, but it was 
sunken into the hill and it looked like 
the entrance to a fort. Maybe there 
was a waterfall in there, because you 
could hear water. There was a 
doorknocker on it. 

“We would go visit Cheech 
Wizard’s hideout every day and talk 
about how Cheech never came out, of 
course, But, I always wondered why 
he didn’t come out or answer our 
knocks. My father assured me that he 
was snoozing, concocting tricks or 


potions, or so on. That’s what he used 


to tell me, and I believed him.” 
An inevitable question for Bodé has 


been whether he will ever draw a new 
Cheech story, given that he has done 
so many adaptations of his father’s 
work. His first published art was at 
age 15 in Heavy Metal; he colored a 
goofy piece by his father, called 
Zooks, about the first lizard in orbit. 
In addition to Cobalt 60, he's adapting 
a children’s story of Vaughn's called 
Puffball, based on a Larry Todd 
script. His next project, due out early 
next year, is a collaboration with 
Todd and Eastman on a Teenage 
Mutant Ninja Turtles issue, in which 
the Turtles visit a planet peopled by 
another eclectic cast of characters 
planned but never fully executed by 
Bodé's father. 
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Although “Cobalt takes up the gun” against the Radio People, Bodé says he is 
eventually forced to rule the very race he hates. 


“Many people have asked me if I 
will revive Cheech,” Bodé muses. 
“Cheech is very personal. The style of 
writing is very personal to my father, 
lt would be very hard to re-create 
Cheech Wizard, to continue the series. 
But, my father did set up the founda- 
tion for a Cheech Wizard story called 
The Lizard of Oz, a twisted version of 
the Baum books—which would prob- 
ably have Cheech Wizard as the 
Wizard of Oz, Poppy as Dorothy, 
Stuffed Lizard as the Scarecrow, and 
a neurotic, mange-infested lion as the 
Cowardly Lion. 

"So, that's the only possible con- 
tinuation of Cheech Wizard. No date’s 
set on it; it's just something I've been 
wanting to do because it was one of 
my dad's last ideas for Cheech before 
he died. 1 feel since he did do some 
work on it, he did show us the basic 
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direction, that we can do some justice 
to it—just as long as it’s known that 
it’s a collaboration.” 

Indeed, the notion of collaboration 
is very important to Mark Bodé, giv- 
ing credit where credit is due. He 
admits feeling strange when he first 
began serializing Cobalt 60 for Epic, 
but as time passes, he feels more and 
more comfortable working with his 
father’s characters and ideas. Still, he 
stresses that the motivation for both 
him and Larry Todd to build on his 
father’s work is one of admiration, 
and a heartfelt desire to share with 
others “the potential that the Bodé 
stuff has,” 

“I feel like I'm keeping my dad 
alive,” he adds warmly. “He’s in my 
mind, Keeping his world alive is a 
pleasure to me and a way of keeping 
him around. Keeping his stuff alive is, 


in essence, keeping him alive.” 

As for why his father’s style con- 
tinues to appeal to fans, for Bodé, the 
answer is simple: the meld of his in- 
fluences combines! with the spirit 
from within. “[His style] is very 
unique,” the artist decides. “It’s a hy- 
brid of my father’s influences. It 
comes from Walt Kelly, Wally Wood, 
V.T. [Alley Oop] Hamlin and, of 
course, Walt Disney. My father com- 
piled all these into his own style, and 
came out being unique from all the 
rest. Many people notice that. I think 
people just know that his heart was 
really in the work. That's why he 
acquired such a cult following.” 

This style and enthusiasm worked 
its way under Mark Bodé’s skin, 
although he says he never consciously 
tried to duplicate his father’s style. 
“It’s something that I don’t think 
about at all,” he shrugs. “I can’t peg 
it. I can’t pinpoint what I take from 
him. It’s more of a thing we share, 
rather than what I take from his style. 
My own style evolves from it. 

“And you can see the difference 
when you hold up a page of his and a 
page of mine. I have a different touch 
with the pen. He often worked toward 
simplicity and refinement, whereas I 
like more detail than he did, and I re- 
ally enjoy coloring my artwork to 
bring it to life. Though he led me in 
that direction—I absorbed many 
things from him, his color sense and 
ability came into me and added to 
what I already knew or would 
learn—I can’t peg anything that 
makes me imitate him, It just hap- 
pens.” 


n addition to adapting unfinished 

ideas of his father’s, Bodé and his 

mother, Barbara Bodé, have been 
working to get published as much of 
Vaughn's work as possible. 

“She has been the sole proprietor 
of Bodé Productions since my father’s 
death. Over the years she has learned 
a lot about the business,” Bodé ex- 
plains. “She has a mail-order busi- 
ness, and she takes it into her own 
hands to get my dad’s stuff printed. It 
was in his will that my mother owns 
the Bodé estate. So, whenever we’re 
dealing with contracts specifically 
having to do with Vaughn Bodé, my 
mother is in charge of the negotiating. 
I’m more or less an art director or 
rightful heir to the Bodé style.” 

As for giving Bodé's work the public 
exposure it deserves, the next few 
years may prove important for both 
father and son. In addition to 
Tundra’s publications of Cobalt 60, 
Puffball, Vaughn Bodé’s Poem Toons, 
and a collection of Mark’s Zara Tungi 
strips, Bodé reveals that plans have 


been set in motion for a-Gobalt 60 an- — 
imated feature, to be produced by " 
(continued on page 60) 


here's something about New 
York City that lends itself to the 
fantastic. Television's Beauty & 


the Beast envisioned a secret 
subterranean world of tunnels and 
galleries beneath Gotham's 
pavements, peopled by society's 
“walking wounded” and guarded by a 
man-beast named Vincent. 

But suppose there is another soci- 
ety, not below the asphalt. but inhab- 
iting the upper reaches of New York's 
skyscrapers? Suppose these men and 
women, while fully human, are so in 
tune with the Earth that they are af- 
fected by its electromagnetic fields? 
And finally, suppose they are em- 
broiled in a great civil war, not only 
for their own survival, but to pre- 
vent—or hasten—the entire planet's 
destruction? 

That's the premise of Zone Con- 
tinuum, a new SF series from Caliber 
Press. The four-issue mini- is 
being written and drawn by Bruce 
Zick, a relative newcomer to comics 
noted for his Argosy series serialized 
in Dark Horse Presents. 

Before he took the plunge into pan- 
elology, Zick worked as an anima- 
tor—and “animated” might also 
describe his personal approach. As he 
relaxes in his Oregon home, it’s clear 
his enthusiasm for Zone Continuum 
knows no bounds. 

Actually, it was 
background and fascination with ur- 
banscapes that gave birth to this 
project. “I got my direction,” he 
explains, “from doing Saturday morn- 
ing cartoon shows like Ghostbusters, 
which was set in New York. After 
years of doing city backgrounds, 1 
wanted to do a series that would let 
me do architecture.” 

Zone Continuum spins a fabulous 
tale of an ancient human race, groups 
of whom are living in specific elec- 
tromagnetic zones on Earth. The story 
focuses on Zone 27, Manhattan Is- 
land, and the adventures of one zone 
resident named Talon. 


his animation 


In a world above, superhumans 
engage in a dance of death. 


By ERIC NIDEROST 


Sie qı 


All Zone Continuum Art: By & Copyright 1991 Bruce Zick/Courtesy Caliber Press 


“The basic concept,” Zick elabo- 
rates, “is that the whole Earth is sub- 
divided into electromagnetic zones, 
and they all fit together like a jigsaw 
puzzle. The zones change over time, 
and the boundary lines between the 
zones change. The ancient ones are so 
attuned to their own zones, they can't 


cross over to others.” 

A sub-group of ancient ones, The 
Partners, are guardians of traditions 
and rites. Comments Zick, “There are 
good Partners and bad Partners, and 
the story focuses on them. The bad 
guy of the piece is another Partner 
named Spear.” 
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As the book opens, these people are 
in a state of cris ones are shrink- 


another zone; it literally means death 
to do so. So, they're prisoners in their 


want the characters to be accessible, 
with normal human emotions, fail- 


ral cycle to cleanse itself through 
destruction. By contrast, Talon is the 


ing, altering, and in some cases, caus- own spaces.” 
ing mutations,” says Zick. “Zone 27 in Changes in technology, coupled 
particular has been shrinking fast, yet with the destruction of the Earth's 


he P 3 | 7 t natural resources, are:dlso having aù rooted in reality.” Zick confides that the Partners do 
the Partners Simply want escape to off ھی‎ o او ات مھ کا‎ Not that the Partners and their fel- live in the normal world, at least to a 


“That's why,” Zick explains, “the low beings aren't different from the point. It's just that normal humans 
Partners are trying to preserve the common human herd below them. aren't on the same wavelength. “They 
planet, as well as maintain the in- ‘They do live some thousands of do interact with the world,” the artist 
tegrity of their zones.” J .” the artist concedes, “and they insists, “but there's something about 

? are physiologically different. In each normal humans that makes them 


ings, problems—but on a more epic leader of those Partners who are try- 
scale. In short, I want the series to be ing to prevent a major cataclysm.” 


i ; Zone, Partners have a slightly differ- physically uncomfortable, in terms of 
ick says his approach to the 81 H y ۹ : 
caers کو‎ vealiche tone ent resonance, and the sum of their our resonance versus their resonance. 
“This, 2٢8۸۳ is taking i place parts produces harmony. “They can be around normal hu- 
E s ace 1 


“But when two of them are identi- mans, but after a half-hour or so, they 
cal, it produces an imbalance. Talon become ill. So, they do interact, but on 
and his arch-rival Spear have this a limited basis. Talon, for example, is 
problem; they have identical electro- president of a bank and trust that’s a 
magnetic fields, so they can’t exist in worldwide conglomerate.” 
the same spot. There's a reason why much of the 

“And Spear believes that destruc- action takes place on the top floors of 
tion is good—it’s part of Earth's natu- Gotham’'s steel-and-concrete mono- 
iths. “The zones,” Zick reveals, “have 
tops and bottoms as well as sides. 
Zone 27's bottom corresponds to the 
15th floor of a building. The Partners 
can't go below that to street level.” 

What? Aside from an o onal 
rooftop eatery, the Partners can’t pa- 
tronize New York's international 
cuisine? “Well,” Zick laughs, “there's 
always take-out del 2 

Zick explains that his background 
is in backgrounds: “I've been what 
they call a ‘background designer,’ a 
person who sets up the tone or sty 
Most recently, I did the background 
designs for Steven Spielberg's Tiny 
Toon Adventures. | also background- 
designed The Rescuers Down Under. 
In that film. I was also an 
‘inspiration’ or ‘conceptual’ artist, d 
tailing the whole style of what a p 
ture may look like.” 

Though Zick doesn’t want to seem 
preachy, and entertainment is the 
keynote, there are some issues and 
themes he hopes his readers will pick 
up, one being that “everything is in- 
terrelated on this planet. What hap- 
pens in the Persian Gulf, the Andes 
Mountains or the Brazilian rain forest 
affects its balance. It's not just a mat- 
ter of the Greenhouse Effect or the 
ozone layer’s disappearance. 

“There's a lot of cyberpunk [in this 
series], because it shows how the 
digital computer revolution is doing 
its part to affect Earth's natural bal- 
ance—all this electronic data pouring 
forth. That, too, can offset Earth's nat- 
ural cycles.” 

Another cautionary theme deals 
with technology and the ambivalence 
toward it that many people feel. “In 
order to exist,” Zick says, “the Part- 
ners have developed an over-reliance 


today,” he notes. “It’s not a futuristic 
version of today, or a post- 
apocalyptic kind of thing, where the 
world is in ruins and decadent. 

“No, it’s happening right now, tak- 
ing place right above our heads. I 


y 


د ا 


NY 


SK 


SS 


nanny 


fly, which is probably not the best 
thing for the hero to discover just 


Doing city backgrounds for cartoons like 
Ghostbusters led Zone Continuum 


‘de 7 creator Bruce Zick to do 


Talon’s one of the first in 
his Zone to have zone 
goggles, which enhance his 
maneuverability and help 
him see his enemies. 


Because their electromagnetic fields are 
identical, thi: ot’s not big enough for 
Talon and his arch-rival, Spear. 


on technolog 
race between the good Partner: 
the bad Partners, between Talon and 
Spear and their organizations 
“In some , Talon is torn be- 


he 

The 

> samurai 

or ninja, ing own natural 

instinc ot away from that, 

and it’s sad. It's something that’s 

happening to us. We're getti too 

complex and technologi 

being that way, losing touch.” 


st glance, the Continuum 
ries looks more like the 
Twilight Zone than Zone 


flowing 
and gadget-filled glov 
updated versions of Dick 
TV wristwatch. 7 
that some of th 
i but note g j 
, except that, 
d longer, they may 
have different tastes from the 
~ us. If you lived in many 
and many cultu 
be different, too. 
Many of the 
items are really nological aids 
used in their internal battle. The 
weird gla: for example, “are zone 
goggles, to help them se ch other 
[i.e » the enemy], and maneuver 
2 (Gp through the Zone. 
® “In some panels, it se 
D Talon is flying—he really 


Zone’s elec 
alon and 


and superior te 

—and their organi 
sr, the outcome 
be nothing less than the future 
survival of not only the zor but of 
all life on Earth. And there's no sur- 
render in this contest; the only alter- 

native to victory is death. 


ything isn’t t 
entific jargon and 
techni in the 


between Talon and Spear. 

room, too, for a poignant romance, a 

subplot that Zick calls “a great 
[continued on page 60) 


Zone Continuum is much like today’s 
society, says Zick. “We're getting too 
complex and technological—and, in being 
that way, losing touch.” 
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Looks like getting that X-O 
suit off Aric will be a big 


the ties that bind the Valiant Universe draw even 
closer. 

“The aliens attack in the future where there are X- 
O armors there as well, and in upcoming issues of Solar, 
where the first invasion takes place, there will be armies 
of X-Os, They're dealing with Solar, so they don’t stand a 
good chance, but they're there! We see X-O Manowar as 
part of the whole scenario. My theory is that this 
technology and his attitude is really the seed to Magnus’ 
time; he’s really the catalyst that brings the world to 
Magnus’ day. 

“Once we get all our books firmly established, I would 
like to do a team book with X-O, Solar, the Harbinger and 
all of these characters. But, that's later, after our 
readership is firmly established. 1 always loved things 
like that. Face it, the mainstay of the other companies has 
always been the Avengers and the Justice League, and 
there's no reason in the world we can’t do something like 
that ourselves. I would like to—it just depends on 
whether the demand’s there. Time will tell.” 

Layton and Shooter worked closely with Barry 
Windsor-Smith on the character’s creation. The artist 
even laid out the first issue, which Layton says was a 
treat. “Barry did most of the design work, in terms of 
creating the aliens, the settings and the hardware. He was 
very intrigued by our concepts, and he volunteered to 
jump in and kick the book off. I wasn't about to turn him 
down—as far as I’m concerned, Barry is the finest il- 
lustrator working in the business right now. I was tickled 
that he wanted to do it, and he did a tremendous job. It 
has been a long time since he did such straightforward 
storytelling, and I think everybody will be blown away.” 

The second issue will introduce the regular series 
penciller, newcomer Ted Halsted. “He’s tremendously 
talented, and when he came in, I was saying I thought he 
would be perfect for the book, He has a real feel for the 
technical side, and he has a lot of power in his drawing,” 
says Layton, who'll be inking all of the issues, 


S everal months from now, X-O Manowar will see 


years now, and he calls their collaboration almost 
“telepathic.” 

“We just think alike,” Layton explains. “We worked 
together closely on the origin of Solar and together on 
Magnus, Robot Fighter, I’ve even had my hands on the 

(continued on page 66) 


Le has been working with Jim Shooter for 16 
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THE DOOMS 


Guns blazing, G-8 
& His Battle Aces 
zoom out of 
crimson skies. 


By WILL MURRAY 


ention the name G-8 to a 
modern comics fan. and he's 
liable to think vegetable 


juice. As in “I coulda had a G-8!" 

But during the 1930s and ‘40s, G-8 
& His Battle Aces was a fabulously 
popular pulp magazine, one which 
consistently outsold its sister publica- 
tion, The Spider. 

The creation of prolific air-war 
writer Robert J. Hogan, G-8 was an 
American spy/ace, his true identity 
unknown. Headquartered at Le Bour- 
get Field outside Paris, G-8 flew his 
unmarked Spad behind enemy lines 
against a veritable menagerie of fan- 
tastic villains. His titular battle aces 
were the bickering duo of hulking Bull 
Martin and his wise-cracking neme 
sis, Nippy Weston. 

In 1933, pulps glorifying the avia 


tors of the Great War were booming. £ 
Popular Publications publisher Harry Ë 
Steeger believed there would be ag 


market for an air-war magazine in the 


mold of Doc Savage and The Spider. < 


He turned to Hogan, one of the top 
writers in the field, and together they 
conceived the legendary Flying Spy— 
as G-8 was called. 
But the magazine they birthed—it 
premiered in October 1 with a 
bizarre tale of bat planes vs. Spads 
called The Bat Staffel—was no dry 
chronicle of an American Red Baron. 
G-8's World War I is not something 
out of the history books. It was a 
place in which the pre-Nazi German 
hordes fought side-by-side with mad 
scientists, zombies, defrosted Vikings. 
Martians, Lovecraftian monsters and 
other wildly improbable comrades-in- 
arms undreamed of by Baron Man- 
fred Von Richthofen. 
In modern terms, G-8's milieu 
would be called an alternate-world 
version of World War I. Back then, it 
was just a gimmick that enabled the 
magazine to outlast the air-war fad. 


successor to Hé Steeger’s Popular 
Publications. is bringing back G-8 un- 


der its Blazing Comics imprint. This 
isn’t the first time. In 1966, Gold Key 
did a little-remembered one-shot, 
adapting Death is Mv Destiny. 

G-8 & His Battle 
Aces is also a one-shot. but a second 
issue waits. appropriately enough, in 
the wings for next year. Chuck Dixon, 
who once planned to team G-8 with 
Airboy in the Eclipse revival series, 
scripts. Had Dixon gotten his wish 
then, G-8 would have been updated to 
World War Il. In this series, the 
write ticking with the basics. 
“This is the original G-8," Dixon 
promises. “There no updating. 
We're not doing a Dark Knight number 
on G-8. You're getting Robert Hogan's 
stuff transmogrified to comics.” 


TOF 


s heroes go, G-8 was Central 
asting. Square-jawed, steely- 
eyed, none of the 110 


published novels ever revealed his 
true identity. He was simply G-8. a 
code-name designed to evoke visions 
of an aerial G-man, but was in fact 
taken from the G-8 Ranch. where 
Hogan spent summer 1917 as a young 
ranch hand. 

But that’s no hindrance to Dixon, 
who sees the series as focusing less 
on the hero than on his adversaries. 

“The big interest in the series is in 
its villains.” Dixon says flatly. “We've 
done Stahlmaske. The second issue is 
Herr Grun. And Herr Doktor Krueger 
runs through every one of our stories 
so far. He’s the one who sends these 
weird-looking goons out to do away 
with G-8. And it never seems to go the 
way he plans!” 
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J SCANT THREE SPADS FLY ; 
TO A VALLEY DEEP BEHIND ہے‎ 
THE ENEMYS FRONTLINE. ‘J 
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VALIANT COMRADES ہے‎ 


Zaz 


J HIS MISSION 1 


Art: Sam 
Glanzman 


GB, A MAN WITHOUT A NAME. 5 


IS TO BRING THE 
IMPERIAL GERMAN 
ARMY TO ITS KNEES. 


Dr. Krueger was G-8's Lex 
Luthor—although he more closely re- 
sembles a German Dr. Sivana. G-8 
battled Krueger in his fi novel and 
in nearly 30 return engagements with 
screaming titles like Three Fly with 
Satan, The Falcon Flies with the 


Damned and Here Flies the Hawk of 


Hell. Often, Krueger teamed up with 
other G-8 villains, Recurring bad guys 
and crossovers are Common comic 
book devices today, but for a Depres- 
sion-era pulp magazine, Hogan was 
doing something revolutionary. Dixon 
is continuing the Hogan tradition. 
“The first issue is ۹1768 
origin and the introduction of Herr 
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Doktor Krueger,” he says. 
“Stahlmaske has an origin which is 
remarkably like Dr. Doom, and we get 
to see what he’s about. We're working 
off the Ken Kelly drawings done for 
the Dimedia paperback covers. 
Stahlmaske has the same look. He 
wears a bullet-shaped helmet.” 

And the plot is formula G-8, Dixon 
observes. 

“Big surprise,” he chuckles. 
“Krueger sends Stahlmaske on a 
vengeance mission to kill G-8. Of 
course, they come up with a wacky 
new weapon to take down the entire 
Allied Air Force. We also have R-12, 
the female character, behind enemy 


EUT THESE ARE NOT JUST ANY WAR- 
— [PLANES THEY ARE THE FIGHTING MACH — 
INES OF AMERICA'S FLYING SPY AND HIS 


ROYCE ENGINES --- 


A 


P) YIITH HIS COMPANIONS, MIPPY 


3 THEIR MISSION TODAY IS TO IN 
VESTIGATE A MYSTERIOUS VALLEY 
+++ A VALLEY 

` PERPETUALLY ENSHROUDED, IN 


IN THE ALSACE 


lines gathering information for G-8.” 

Blazing Comics president Joel Frie- 
man, who is launching G-8 as a trib- 
ute to Harry Steeger—who died in 
December 1990—has since decided to 
switch the order of the first two is- 
sues so that “Grun-the Green Terror” 
replaces the original first story, “The 
Drome of Doom.” 

“I felt that Grun would be a more 
powerful figure,” Frieman explains. 
“Also, I have an understanding of 
Harry Steeger’s technique in editing, 
and I just know ‘that he would have 
done the Grun story first—especially 
after seeing Tim Truman’s cover.” 

Herr Grun—real name Rod San- 


5 THE SHRIEK OF WIND THI 
s GUYWIRES, THE CHATTER OF VICKERS AND 
N SPANDAUS, THE DRONE OF TI 


UGH THE 
ROLLS 


+ THESE ARE MUSIC TO - 
TO THE EARS OF THESE LADS. 2 


PROBLEMS, LOOKS LIKE 1M LEFT TO 
SOLT THIS OUT ON MY OWN. 


ONE THINGS FOR CERTAIN, 
THE WEATHER PATTERNS OVER 
THIS VALLEY ARE NOT THE 

WORK OF NATURE. 


tos—is one of Hogan's more nefarious 
creations—a green-skinned, knuckle- 
walking Neanderthal-like American 
who has gone over to the German 
side, Raised in Haiti, he is a practi- 
tioner of voodoo. 

“Grun is a big simian-looking guy 


with hair hanging down his fa 
Dixon explains. “Krueger views him 


as a sle ‘You just go out and kill G- 
8. Here’s a neat weapon for you to 
use, now get out of my lab. I’m busy.’ 
But Grun is always thinking, ‘I'm not 
anybody's stooge. I can tear this guy's 
head off. But because he's giving me 
all this neat weaponry, I'll tolerate 
this." He and Krueger have a very un- 
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WHO INVADE S 
MY LABORATORY ? 


HERR DOKTOR KRUEGER? 


stable relationship.” 

By himself, Herr Grun isn’t exactly 
cocktail party material. l 

“Grun will jump on an Allied air- 
plane and tear the pilot out of it,” says 
Dixon. “It’s a great image. In the 
story's beginning, G-8 and his guys 
are flying along and they sce this pilot 
come screaming down out of the 
and say, ‘Where's his plane?’ 
A few seconds later, the plane comes 
spinning down, too. And then Grun 
crows that his latest technique is rip- 
ping pilots out of their cockpits!” 


f you get the idea that G-8 is 
[® bent. that's Robert J. 
Hogan's G-8. It's also Chuck 
Dixon's take, 


as well. 

s too outrageous for this 
: s gleefully. “We take 
the Grun origin and combine it with a 
Doktor Krueger story about a time 


A veteran of more than 30 clashes with 
G-8, the master villain Herr Doktor 
Krueger returns to haunt the heroic ace. 
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dislocation machine. It’s an Einstein- 
Edison-Steinmetz machine. Nothing 
ever comes of it—in our story any- 
way. But it's something that's open 
for the future. 

The Blazing Comics approach to G- 
8 is to adapt the original novels, but 
with a twist. 

Dixon explains: “Joel will literally 
send me half of a pulp story and then 
another half of another pulp story. 
and s ‘Wed these two together.’ 
We're sticking with what Hogan did— 
re just condensing it!” 

“The Drome of Doom,” for in- 
stance, is a combination of two con- 
secutive 1937 G-8 novels. Scourge of 
the Steel Mask (reprinted in 1985 by 
Friedman's Dimedia, Inc.) and Patrol 
of the Murder Masters. It's an unusual 
collaboration, but it seems to work. 


“Yeah, this is one where I'm a co- 
pilot.” Dixon laughs. “They're Joel's 
characters and I'm basically going 
along with it.” 

Dixon’s other collaborator is artist 
Sam Glanzman. 

“Sam has a gritty style that is 
World War 1,” Frieman says. “My 
favorite documentary serie: the 
WWI series PBS used to do. For some 
odd reason, Sam's style is reminis- 
cent of that.” 

“I'm glad to see Sam on board,” 
Dixon adds. “I've worked with him 
through 4-Winds, though we never 
collaborated. He's one of the most un- 
derrated guys in comics. He can draw 
WWI airplanes without plastering his 
nose in a reference book all day.” 

Although Glanzman is noted for 
his realistic depictions of war. G-8 & 


Although most aviation heroes have crashed and burned in comics, his re-creators 


hope G-8 will e 


rience a safer landing. 


JAND THE GROUND BELOW IS 
SOON LITTERED WITH THE SMOK- 
ING CARCASSES OF THE WOLF- 


His Battle Aces will have a 
schizophrenic, quasi-realistic look. 
“The characters are exaggerated,” 
Dixon allows. “It’s not going to look 
like a DC war comic. But where the 
planes are actual planes, they'll be 
accurate. Sam really enjoys the ar- 
chaic weapons—the crazy stuff we 
make up.” 
Reviving G-8 & His Battle Aces 
might seem to be flying in the face of 
comic book history. Aviation heroes 
from Enemy Ace to Airboy have never 
set sales records, and G-8 himself has 
crashed twice in paperback reprints. 
jis most successful revival was the 
1969 Berkley Books series, which to- 
day is best recalled for its haunting 
im Steranko covers. 
“I don't think a whole lot of people 
remember G-8," Chuck Dixon admits. 
“Just the fact that he was once a pulp 
character. I guess you can make some 
hay out of that. I don’t try to figure out 
the marketability of anything I do. 
That's beyond me. It surprised me 
how well The Spider has done.” 
“Since I acquired Popular,” Joel 
Frieman concludes, “I realized I've 
always owed a debt to Harry Steeger. 
G-8 & His Battle Aces is the final 
phase of payment. I was just upset 
that he's not alive to see The Spider 
comic, or for that matte 8. Had he 
been still around. this is something 
we would have done together.” @§> 


Animator James Baxter 
the lovely Belle and won a beauty of his own. 


or someone who makes two- 
characters come to 

life, James Baxter isn’t a terribly 
animated fellow. One might attribute 
the 24-year-old artist’s low-key 
demeanor to the fact that he—one of 
10 supervising animators on Walt 
Disney Pictures’ Beauty & the Beast— 
is British. Or perhaps it’s due to a 
combination of exhaustion and 
nervousness: Not‘only did he recently 
conclude a year of work on Beauty & 
the Beast, the studio’s newest 
animated feature, but he will soon 
marry a woman with a remarkable 
resemblance to Belle. 

As one of two supervising anima- 
tors assigned to Belle (Mark Henn 
was the other), the animated fairy 
tale’s dreamy-eyed but spunky hero- 
ine (Baxter addresses her as the 
“gull”), it was Baxter’s job to make 
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sure that the artists working under 
him delivered their work on time and 
that it was consistent with Belle’s 
character design. Baxter animated the 
first few scenes himself “to set the 
tone” for Belle. 

Supervising other artists was a 
new experience for Baxter, one that 
he initially wasn’t comfortable with. 
“This was the first time I ever had to 
tell anyone ‘what to do,’ so to speak. I 
would assign them [a scene to ani- 
mate] with their input—I would ask 
them which bits they were really keen 
on doing, making sure I got the bits I 
really wanted to do, so no egos got 
hurt. That was pretty tricky with 
seven artists, ‘cause everyone wanted 
to do the good stuff.” 

Baxter believes he was chosen to 
animate Belle because of his past as- 
sociation with two other Disney hero- 


spent a year animating 


By KYLE COUNTS | 


ines. “I had done some work on Ariel 
in The Little Mermaid—little bits and 
pieces, nothing very meaty or spec- 
tacular. I had also done some [work 
on] Jessica in Roger Rabbit. So, 8 
a little bit of experience as far as ani- 
mating women. They picked up on the 
fact that I like to do very graceful, 
very balletic animation, and that was 
a quality they were looking for. And I 
draw pretty solidly.” 

Told that Beauty & the Beast co-di- 
rector Kirk Wise said in COMICS 
SCENE #23 that he regretted not being 
able to get more of Baxter’s work on 
screen, Baxter replies, “Me too. But, 
unfortunately, the way these films are 
scheduled...with a character like 
Belle, who has 30 minutes of screen 
time, one person can’t do [all the an- 
imation] in a year. We ended up hav- 
ing seven full-time people on Belle, 
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“Although Belle is looking for romance—and who isn’t?—she’s not blinded by beauty, 


and a few others picking up bits.” 

Joining the production “very late” 
made his job as supervising animator 
more difficult, says Baxter, who had 
to do corrections on The Rescuers 
Down Under “right up until six weeks 
before release.” Normally, the anima- 
tor assigned to handle a particular 
character spends time nailing down 
the character’s design, but Beauty & 
the Beast’s tight schedule prevented 
Baxter from making more than minor 
changes to Belle. 

“Belle’s design was pretty much 
set by other people,” he confesses. 
“Once I started moving her around, 
little things changed, like details on 
her dress. But I really didn’t have 
time [to make any major changes]; 
they needed the stuff on screen pretty 
much from week one.” 

He attended live-action shooting 
ons, helmed by the film’s co- 
director Gary Trousdale, to ensure 
that model Sherri Stoner gave a 
“performance” that would generate 
the proper reference footage for the 
artists working on Belle. “Her move- 
ments were very much tied down to 
the soundtrack,” Baxter explains. 
"She would often take quite a few 
takes just to get from A to B in the 
time required,” 

Baxter was also present at the ses- 
sions to make sure that Trousdale’s 
camera angles matched the layout. 
Though Baxter didn't use what was 
filmed, he found it useful that it 
helped him “communicate to the 
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which is what Gaston symbolizes,” says Baxter. “In another Disney movie, he might be 
her prince, but this film is rooted in a more modern mentality.” 


other animators what I wanted.” A 
few animators made video stats of 
various live-action key frames, but 
Baxter was content to use the actual 
footage as a “starting-off” point. 

The artist also watched ballerinas 
on videotape “for the way they walk, 
especially. Unlike The Little Mer- 
maid, much of this stuff takes place 
on land, and it’s much more difficult 
to animate stuff when you can’t just 
float around the screen. It has to be 
very convincing. A girl’s walk, espe- 
cially, is hideously difficult to do. You 
can either go way over the top—and 
make her look like Jessica—or do 
something that’s very realistic. That’s 
pretty much why we shot live-action, 
to get those difficult physical move- 
ments down. And even though we did 
shoot it, I varied from Sherri’s walk, 
which I found a bit too little-girlish. I 
tried to make it a bit more graceful.” 


ad he been part of the 
H production from day one, 
Baxter believes he would still 

have chosen to animate Belle over all 
the film’s other characters. “I’ve been 
longing to do this kind of stuff for a 
while,” he says. “I like to do broad, 
cartoony stuff as well as realistic 
stuff. But I really wanted to see how 
far I could go on my own without 
using very much live-action reference 
in creating a realistic human being, a 
girl with grace.” 
Given free reign with regard to her 
design, Baxter says he would have 


frue Beauty 


he day I saw the script, I said this 

is me at 18,” says Paige O’Hara, 
who voiced Belle in Beauty & the 
Beast, “This is perfect for me. I told 
my agent I had to be up for this.” 

The actress auditioned five gruel- 
ing times for the role of Belle, the 
heroine who captivates the princely 
Beast. “It got down to a few of us who 
auditioned quite a bit. I did change 
my voice a few times—I kept thinking 
to be 18, I had to talk real high. Mis- 
conception. For two hours, you don’t 
want to hear a really high voice. So, I 
really loved the fact I could use my 
normal voice.” 

Although O'Hara has many the- 
atrical credits under her belt, includ- 
ing Annie Get Your Gun and Any- 
thing Goes, recording the voice for an 
animated character was completely 
unlike any previous experience. “I 
don’t know how you can even com- 
pare the techniques [between voice, 
recording and stage performance] be- 
cause it’s so different. But it’s a bit 
like being on camera. The camera 
loves some people,” says O'Hara, 
“and it’s the same thing with a mi- 
crophone, some voices it loves, and 
other voices it doesn’t. It’s just a mat- 
ter of luck—whether your voice clicks 
with that microphone or not. 

“Jodi Benson [Ariel in The Little 
Mermaid|—the microphone loves her 


tried to “push it a little more away 
from what they had. I probably would 
have made her a little more angular, 
maybe used some elements of design 
which aren’t from this studio. Which 
is tricky, because the entire picture 
has to hang together design-wise.” 

He catches himself in mid-sentence 


Paige O'Hara is the beautiful voice behind 
the title Beauty in the film. 


voice. And I am just floored at what 
Robby Benson did with the Beast.” 
When O'Hara heard that Benson 
would be voicing the character, her 
initial reaction was “Oh, he’s too cute 
and sweet.” But after watching 
Benson in action during the recording 
sessions, she changed her tune: “The 
man is amazing. He knew exactly 
what to do with the microphone.” 
Most of the Howard Ashman-Alan 
Menken songs for the film were 
recorded before setting to work on 
spoken dialogue. However, six 
months into the project, the creative 


For O'Hara, a lifelong-fan of Disney 
animation, this assignment turned out 
to be a dream come true. 


All Beauty & The Beast Photos & Art: Copyright 1991 The Walt Disney Company 


“I ended up audi- 
tioning five times 
for the role of 
Belle,” says 
O'Hara, “but from 
the very beginning, 
I felt very confi- 
dent because I 
knew this was my 
part.” 
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team added “There's Something 
Sweet,” “a little duet in the snow be- 
tween the Beast and I. I'm glad they 
did that, because it's one of my 
favorite sections.” 

O'Hara recorded most of her dia- 
logue alone with the directors. “I 
would have to literally imagine how 
the other actors were acting, and re- 
spond.” However, on occasion, she 
would work in tandem with either 
Benson or Richard White, who played 
the villain, Gaston (see page 41). 
“We did some sessions where we 
would read the scenes as if we were 
doing it in a movie, and they would 
record the whole scene. Some [line 
readings] they took, and some they 
idn’t. If nothing else, even if they 
took the line readings after the ones 
we read together, that helped set it 
up,” she says, explaining that she 
then knew how the other actors 
would respond to her character, 

The recording process “was very 
intimate. When we did the deat 
scene, the Beast’s last scene, the di- 
rectors would bring the lights down to 
almost black and let me record in the 
dark. It helped me get in the mood, to 
prepare for it emotionally.” 

Directors Gary Trousdale and Kirk 
Wise “were very specific about what 
they wanted. I would take one line 
and do 20 or 30 line readings on that 
line. They would say, ‘OK now, let’s 
try it again, with a little more sadness 
in the voice, and lower your pitch.’ 
Or, ‘You're a little too old, Paige. 
Youthen it up a little.’ Their ears were 
amazing,” she says. “They directed 
me to play it like I was playing a film, 
They said if you play it very real, the 
characters will be more realistic 

“I don’t think that totally applies to 
the comic characters, but it does as 


far as the Beast and myself. And after 
seeing [the finished film], ۱ know why 
they did it. I was very surprised at 
first because they took the more low- 
keyed, subtle takes as opposed to the 
comic or broader takes.” 

The animators also videotaped the 
actors in action in front of the micro- 
phone in order to study specific facial 
expressions. “They copy the way 
your mouth and eyes go,” says 
O'Hara. “There are a few expressions 
in the movie that are definitely mine. 
They took them to the nth degree fur- 
ther, but the way she laughs, her eyes 
and stuff are very much mine.” 

However, the first time the actress 
saw Belle—inked, colored, in action 
and on the wide screen—she was a 
bit disconcerted. “It was odd, actu-- 
ally, but in some ways, I felt I was 
watching myself when | was a young 
girl. It was weird. Honestly, 1 had to 
adjust to it. Really close friends of 
mine felt the same way. But they also 
said after three or four minutes, they 
were totally into it, and that’s how I 
felt. I left it behind and said, ‘Oh, 
that’s Belle.’ ” 

Belle “is certainly a better person 
than I was at 18. I was a bit of a brat. 
It took me years of rejection and 
growing up to know what I know 
now, that Belle knew at 18. That’s 
what I found kind of extraordinary 
about her character, She’s a very 
wise, compassionate young woman 
for that age. 

“And she's what I would like to be. 
Unselfish, compassionate, bright, 
well-read. 1 try to be those things—it’s 
something I go for, but don't always 
succeed at. Belle's a really good Dis- 
ney heroine,” says Paige O'Hara. 
“She's someone kids can look up to.” 

—Lynne Stephens 


and pauses. “Hmmm...It might not be 
such a good thing if all the animators 
designed their own characters. For a 
film to be successful, design-wise it 
should come from one hand—like the 
way many characters [for Disney 
features] were designed by Milt [Kahl] 
in the ’60s, or Fred Moore in the ’40s. 


All the characters should fit into the 
same world. Sleeping Beauty did that 
very well. The design in that picture 
is incredible.” 

The mention of Sleeping Beauty 
brings up the question of where Belle 
fits into the archives of Disney’s ani- 
mated leading ladies. “She's obvi- 


ously a Disney heroine in the Briar 
Rose/Cinderella tradition,” Baxter 
muses, “although the Disney heroine 
has become a lot more gutsy with the 
arrival of The Little Mermaid. Now, 
they’re not just girls who let things 
happen to them; they’re much more 
the instigators of the action. 
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“Physically, we 
tried to make her 
more European 
looking than 
previous Disney 
heroines,” 
explains Baxter, 
“with fuller lips, a 
little bit darker 
eyebrows and 


eyes than Ariel.” 


ations, and I knew 1 
badly that it wasn’t 
think, ‘That’s not her; 
else.’ She definitely took on so 
pects of being a teal person, but I 
never actually thought of her as 
someone real.” 

Baxter is generous in sharing 
credit with the other Beauty & the 
Beast artists for Belle’s final look. “I 
only did half the work, really; 1 would 
even say I did Jess than half the work, 
since everything was in place before I 
stepped in. The others started from 
scratch—the directors, the story peo- 
ple, the people who played around 
vith her character design, the actors. 
They started from a clean slate, then I 
came along and had all that to work 
with. So, I think mine was the easier 
assignment; I put the finishing visual 
touches on it.” 

The artist and his cohorts made a 
conscious effort to give Belle a look 
different from that of Ariel, Thus, 
Belle is dark-haired and taller, with 
pudgier cheeks, fuller lips and 
smaller, almond-shaped eyes with 
upturned ends. “Ariel had ‘window’ 


James Baxter, who had 
worked on previous 
Disney heroines Je: 
Rabbit and Ariel, 
shared the duties of Key 
Animation Supervisor 
on Belle with Mark 
Henn. 


ca 
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ور‎ ballroom, meaning the 
entire ballroom was built in the com- 
puter by the guys in the CGI 
(computer-generated imagery) de- 
partment. The computerized ‘camera’ 
flies around this space where Belle 
and the Beast have to dance and fit 
convincingly onto the floor, It's very 
much a Roger Rabbit kind of a tech- 
nique, except we're now using a 
computer instead of live action. 

“I had to, first of all, learn how to 
do the dance, then make sure | did it 
properly in perspective, and then 
worry about the details, like Belle’s 
dress swirling around. That wasn’t 
tremendously problematic, but it was 
very labor-intensive. ۱ had to be pre- 
cise in my planning because I was 
locked into these cam moves. | 
worked on that sequence for maybe 
six weeks, and it's only less than a 
minute’s worth of stuff on screen.” 

Adding to the nightmare was the 

(continued on page 44) 


Andreas Deja adds arrogance to 


beastly 


By DAVID HUTCHISON 


e may look like a prince, but 
H: acts like a beast. For ani- 

mation director Andreas Deja, 
Gaston the hunter in Beauty & the 
Beast was not only the story’s most 
interesting character, but its most 
surprising as well. 

“The first time you see Gaston,” 
begins Deja, “he appears to be an or- 
dinary handsome prince, described 
by the local girls as dreamy and cute. 
But from the first, he has his sights 
set on Belle. After all, why wouldn’t 
the most gorgeous girl in town want 
to marry the most gorgeous guy in 
town? Or, so Gaston thinks:” 

“Belle, it’s about time you got your 
head out of those books and paid at- 
tention to more important things, like 
me,” proclaims Gaston. 

_ “Then, shortly, you discover that 
he’s a self-centered jerk as well,” De- 
ja continues, “with lines like: 

_ “Its not right for a woman to read. 
Soon, she starts getting ideas, and 
thinking...” 


“He's just so damned pleased with 
himself,” says Deja. “Los Angeles is full of 
good-looking guys who just adore 
themselves. It was fun to observe them and 
bring some of that attitude to Gaston.” 
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Gaston. 


“Gaston, you are positively 
primeval,” replies Belle. dismissing 
him. 

It is easy for the audience, too, to 
dismiss Gaston as a lout and boor de- 
spite his rugged good looks. The sur- 
prise of the character appears late in 
the film, when Gaston is revealed as 
much more than a stupid brute with 
an overdose of vanity; he is also a 
killer. His arrogance drives him to 
murder, and he becomes the tale’s 
true villain, The impact of this reve- 
lation is a double surprise, since up 
to this moment, Beauty & the Beast 
has been a story without an obvious 
bad guy. The Beast doesn’t really 
qualify as a villain, since he comes 
across more as an impudent boy with 
very bad table manners throughout 
most of the film. 

Deja’s early character designs por- 
trayed Gaston as very rugged, with a 
mustache and a prominent jaw. “My 
group of animators was very excited 


_ expressions—the sarca 
and the expressiveness—thi e handsome great lines, aim 


“T tried to retain the whol 


leading man seldom gets to show,” says 


Deja of Gaston, the handsome villains, 7 


with the Gaston, kenes, since he had 
itude problem and 
ay f dynamic action that called for 
some ‘jiiicy) animation. The whole 
۳۴۲011706757 ۱٥۱١٦ to work on Gaston. 
But, then, [Disney exec] Jeffrey 
Katzenberg called me into his office 
after:seeing my character designs. 

“Look,” said Katzenberg, holding 
the Gaston designs, “he's not really 
handsome here.” 

“ ‘Oh, he’s got to be handsome, 
too?’ We went back and forth on this 
issue until he finally called me back 
into his office and told me what, to 
him, was the movie's main premise.” 

“Look, it's not really about Beauty 
and the Beast,” Katzenberg ex- 
plained.to Deja. “The theme is: Don’t 
judge a book by its cover. That’s what 
you're really telling in the story—that 
Belle decides between two options. 
You have the Beast. who is ugly but 
has’ a heart of gold, and you have 
Gaston, who is handsome but a real 
jerk.” 


ichard White, who voices the 

boorish Gaston in Disney’s 
Beauty & the Beast, declares his latest 
cinematic project to be “the most fun 
I've ever had. They presented us with 
a script, locked us up in a recording 
studio, and we commenced to play.” 

Each time the actor entered the 
studio, the creative team’s eyes 
“would light up, and my eyes would 
light up, and it was like ‘OK, boys— 
here we go!’ With my character, you 
could play, because he gets to be both 
nasty and charming.” Gaston's char- 
acter offered theater and opera vet- 
eran White a cornucopia of line-read- 
ing choices because of the villain’s 
duplicity. “He could be as sweet and 
charming as he could be while he’s 
stabbing you in the back.” 

Some audience members may be 
surprised at just how nasty the town 
bully turns out to be, but White feels 
that, early in the film, the character's 
outcome can be foreseen. “The 
groundwork is laid. I don’t think he’s 
completely predictable, but by the 
same token, he’s headed down the 
wrong path fairly early on. There is 
some surprise in how things turn out, 
and that he turns out to be just as aw- 
ful as he does. But I don’t think that’s 
a bad thing at all.” 

Gaston's character “developed as 
they heard me, and heard how I read 
things. We tried, for example, to 
breathe a little more humor into him, 
a little more charm, which ultimately 
made for a better bad guy,” he says. 
“They would take that [new character 
element], it would become,a part of 
their concept for Gaston, and it would 
be reflected in how they drew him. 
And that would then influence how 1 
would read him the next time around. 
It bounced back and forth a bit.” 


Over the course of the film’s pro- 
duction, the storyboards that depicted 
Gaston altered “dramatically.” Origi- 
nally, Gaston “had a really heavy 
beard and was:kind of a loutish grunt. 
Fat, and not particularly good-look- 
ing,” says White, noting Gaston’s he- 
man, muscle-bound physique in the 
film's final version. 

Gaston enumerates his self-pro- 
claimed Adonis-like virtues in 
“Gaston,” a rollicking tune that places 
the character's vanity on full display. 
Of Gaston's shifting nature, White 
says, “The concept of that scene— 
from the time we initially did it to 
how it ended up—changed rather 
dramatically. The number didn't 
change—not even how we did the 
singing of the number, because that’s 
pretty much expository: ‘Here’s Gas- 
ton, and isn’t he terrific, ho ho ho'— 
but the dialogue in the number. 

“At one time, for example, when 
they were conceiving him in those 
broad, brutish terms, he sounded kind 
of different,” notes White, lowering 
his voice to a tone befitting an uncouth 


Richard White lends his bold baritone to 
Gaston, who LeFou, his faithful sidekick, 
calls “everyone's favorite guy.” 


lumberjack. “He was all full of puff 
and huff. 

The song itself “was done in New 
York. The orchestra put it down in 
one or two takes. We then got it down 
very quickly. The things that took the 
most time in that particular situation 
were the underscored things, where 
you had dialogue to fit behind a cer- 
tain amount of music. That gets a lit- 
tle tricky. But it was a pleasure.” 

Richard White looks forward to 
Beauty & the Beast’s critical and 
popular reception, adding that his 
year-old daughter has already seen 
the movie and given it thumbs-u 
“It's so exciting. All of us were raised 
on Disney animated films. When 
you're a part of something like this, 
you feel you're a part of a classic 
There is, after all, a heck of a tradition 
there, and the quality that Disney 
invests in these things is legendary. 

“When you actually see what [the 
animators] have don 
works with what you 
very, very exciting. You can’t help but 
be proud of it.” —Lynne Stephens 


The nine supervising animators for Beauty & the Beast are, left to right: (back row) 
Chris Wahl, LeFou; Andreas Deja, Gaston; Will Finn, Cogsworth; Glen Keane, Beast; 
James Baxter, Belle; Nik Ranieri, Lumiere; (front row) Dave Pruiksma, Mrs. Potts & 
Chip; Russ Edmunds, Phillipe; Ruben Aquino, Maurice. 
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used the idea. I used the live-action 
video to fish for good ide some- 
times the video had it and sometimes 
it didn’t, but it always gave me some- 
thing to start with, instead of staring 
at a blank piece of paper.” 


eja’s care 
with an 
charac for The Black 


Cauldron, He t wrote to the studio 
as a 10-year-old living in Germany. 
where he was raised and went to 


began at Disney 
gnment to design 


school. “I had just seen The Jungle 
Book and knew that was what I 
wanted to do. The studio replied with 
a form letter that told me they were 


fully staffed and didn't need anyone 
at the moment. but that they were 
always on the lookout for outstanding 
artis So that was it! I had to be 
outstanding...at least that's what it 
said. I had to look up all the words in 
the dictionary, since I didn’t speak 
English at the time.” 


Born in Poland. a one-year-old De- 
ja was smuggled with his parents 
across the border into Germany, 


where his family finally settled in 
Düsseldorf. Many years later, after a 
stint in the army and several years in 
art school, he wrote to Eric Larson, 
who was then in charge of the studio's 
animator, training program. Larson 
liked the drawings that Deja had sent, 
but advised him to finish school 
before coming to Disney, which 
eventually happened in August 1980. 

Over the years, Deja has developed 
a reputation for being one of the 
studio’s finer draughtsmen, and, as a 
result, was often assigned to draw 
sensitive close-ups of sympathetic 
characters. 

“I hate to be typecast. It really irks 
me,” Deja confes “1 think you 
should be able to do anything. So, I've 
tried to bounce around on many dif- 
ferent assignments. I worked on Roger 
Rabbit and then Triton in Little Mer- 
maid, which was a bit more serious 
and dramatic. Then, Mickey Mouse 
again |in The Prince and the Pauper] 
and Gaston, and now I'm working on 
Jephar, the bad guy in Aladdin, who 
is really more of a comic villain.” 
Though a team of animators is 
usually assigned the nes for a sin- 
gle char r, there are times when 
Deja and his group found themselves 
animating other characters besides 
Gaston. A good example is the climac- 
tic fight at the film's end between Gas- 
ton and the Beast. 

“I talked to [veteran animators] 
Frank Thomas and Ollie Johnston 
about how they handled the fight se- 
quences in Peter Pan, because there 
was a lot of interaction—they were 


touching each other all the time. The 
basic rule is to have the character 
who's motivating the scene at the be- 
ginning determine who animates the 
scene, So, if you have Gaston kicking 
the Beast, and the Beast is reacting, 
you would have the Gaston animators 
start the scene out, and maybe even 
block in the Beast—just a shape, so 
you know how he would react. Then, 
you give that to the Beast's unit and if 
they think it's OK, then it might go 
straight to clean-up. If the Beast kicks 
Gaston, then the Beast unit starts out 
and blocks in Gaston flying through 
the air. So, you have to go back and 
forth. It's a prime example of team- 
work. 

“And I, myself, 
few scenes with 


have done quite a 
LeFou—whenever 


Gaston picks him up. kicks him or 
with 


yells at him. I always checked 
the LeFou animator, and the clee 
was done by the LeFou unit, < 
they know the character best.” 


he Little Mermaid worked with 
۱ many short scenes cut to the 
music; Rescuers Down Under 
played with longer scenes and was 
edited much more like a standard ac- 
tion/adventure story. Beauty & the 
Beast, however, plays with very long 
zenes and looks much more like a 
traditional staged musical story. As 
an animator, Deja prefers to work 
with longer scenes. 

“I was always a critic of being too 

cuttvy—being too short with scenes, 
30668086 in my opinion, you lose the 
emotion of the moment. This is espe- 
cially true if there's an emotional 
change in the character and you cut 
from a close-up to a long shot to a 
medium shot, rather than having the 
whole thing play in one shot and have 
the character go through the changes. 
"hen, you can see it happen. They 
come to life. I'm always pushing for 
this. We had a story meeting for Al- 
addin, and | asked for three scenes to 
be combined into one, so that you 
could stay on the character and watch 
him go through the moment. It re- 
quires better animation, and better 
acting, because you have to sustain 
interest for a longer time.” 
Richard White, a well-known NY 
stage singer who voices Gaston, set 
the tone for the animators when it 
came time to establish the character. 

“When I first heard the voice 
tracks, I thought, ‘My God! He never 
stops singing.’ Even when he talks,” 
Andreas Deja exclaims. “And that 
became part of Gaston's attitude. You 
just accept it and make it work for 
you. It’s almost a one-dimensional 
voice—everything sounds the same, 
but, see, that’s Gaston's personality. 
He’s just so damned pleased with 
himself. He loves who he is and 
expects everyone to adore him.” حقق:‎ 
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Baxter 
(continued from page j 


fact that the song ("Beauly and the 
Beast] was not in three-quarter time, 
as is a waltz. “We had two profes- 
sional ballroom dancers [Mary An- 
derson and Duane May| come in, and 
we asked them. ‘How do you dance to 
this song? It's in march time—t 
you do a graceful dance to tha \ 
came up with some good things. We 
shot a lot of video of them, and I 
watched it forever." 

Baxter animated the entire se- 
quer ncluding the Beast, who oth- 
erwise fell under associate Glen 
Keane's jurisdiction (CS #22). “When 
you've got two characters who are 
that close. to the point of actually 
touching one another, it’s almost im- 
possible to split up the workload. 1 
did a lot of sketches of the Beast and 
showed them to Glen. He would say 
things like. ‘You're drawing his nose 
wrong,’ or whatever correction he 
wanted to make. I went to him a lot, 
to make sure | had the Beast drawn 
right. We went over ideas about how 
e should dance; he starts off kind of 
clumsy and looking at his feet, but by 
the end he’s Gene Kelly.” 
The other prominent challenge was 


the film's opening sequence; Belle is 
introduced as she walks to the loca 
»00kshop. The sequer presented 


problems due to “all the different | 
out levels involved—it had a lot of flat 
evels of artwork all moving at differ- 
ent speeds, which I had to correspond 
to.” Baxter didn’t, however, have to 
hold the reins when it came time to 
revamp the “Be Our Guest” number 
after it was decided the tune should 
e sung to Belle rather than her father. 
“I didn’t do any of that sequence,” he 
aughs. “My good friend Randy 
Cartwright did all of Belle’s anima- 
tion, because I was overcommitted. 
When the change came up, it became 
a question of who was available.” 

His favorite scene as an artist was 
the reprise of “Belle,” where Belle 
comes out of her house after throwing 
her egomaniacal suitor, Gaston, out 
on his ear, Recounts Baxter, “She 
storms ‘round the back of the house, 
throwing buckets and kicking at the 
tables and stuff...she’s singing at the 
time and she runs out into the fields 
and says she wants adventure in the 
great wide somewhere, and all of that 
kind of heroine-type stuff. 

“I loved doing the sequence be- 
cause there was a lot of range in it. 
She gets real mad in the beginning, 
and she's very physically active. She 
gets to run out into the fields and do 
the Sound of Music bit, and then she 
gets to be very quiet and kind of 
melancholy, At that sequence’s end, 
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the camera moves in real close and I 
got to draw a nice big close-up.” 
Commenting on co-directors Wise 
and Trousdale. Baxter feels they did a 
“great job of getting up to speed as 
quickly as they did. I thought they 
were great as first-time di ors. It's 
such a difficult job. They're story 
guys. too, which made a real differ- 
ence: they weren't so bothered with 
the technical expertise of the anima- 
tion—they left that up to me. The 
Rescuers Down Under didn’t have su- 
pervising animators in that capacity 
much more responsibility for the ac 
tual animation was left up to myself, 
Glen and Andreas Deja [page 7 


“Because she is an avid reader,” says 
writer Linda Woolverton, “she has her own 
goals and they don't necessarily involve a 
man getting her there.” 


axter grew up just north of 
London in a small town called 
Bishop's Stortford, As a lad, he 


did “all that Dickensian stuff that 
English boys do,” including attending 
private ool. He began drawing at 
an early age, but it wasn’t until he 
enrolled at a technical college in 
Cambridge that he realized he could 
combine his interest in film and art in 
the form of animated movies. “I never 
really made the connection that I 
could do that [animation] until later 
on—that was something that people 
had a job doing, making those movies. 
As a child, I thought it was all kind of 
magical and came from nowhere.” 

After a time spent “messing 
around” at his school’s audio-visual 
department, he became an animation 
major at the West Surrey College of 
Art and Design, located south of Lon- 
don. “I didn’t like it very much,” he 
admits, so he left after a year to work 
on Disney’s Roger Rabbit, which was 
already underway in London. 

He joined the film as Andreas De- 
ja's assistant, eventually working up 
to in-betweener and getting “bumped 
up” to animator by the project’s end. 


While in the States to attend the film's 
premiere, he met with Disney Senior 
VP of Feature Animation, Peter 
Schneider, who offered him a three- 
year contract. He came in “two-thirds 
of the way” through The Little Mer- 
maid, where he worked as a character 
animator, then spent a year on The 
cuers Down Under, animating a 
) bag of everything, from cock- 
roaches to albatrosses 
Baxter chose not to renew his con- 
tract with the studio. “I wanted a 
break.” he confesses, smiling. “I'm go- 
ing to work on some TV commercials 
in London with Passion Pictures, just 
as a chance to do some [short-form] 


projects and try experimenting with 
some different animation styles. I’ve 
only worked at Disney—my first job 


was on a Disney movie, after all. The 
good thing about experimentation is, 
if one experiment doesn’t work, you 
can try another one.” 

The move away from Disney is not 
arily a permanent one, he says. 
always an option, my coming 
back—I don’t intend to burn any 
bridges. Peter Schneider thinks it’s 
sometimes wise for people to go away 
for a while and grow a bit and then 
come back with what they've learned. 
Otherwise, you stagnate. Working 
here is great, because you get to do 
high-quality features. But it can be 
stagnating to your stylistic growth.” 

As for the resemblance between 
Belle and his wife-to-be, Patty (they 
met on The Rescuers Down Under), 
smiles when he says that “I 
subconsciously, I did lean to- 
Patty [when animating Belle] 
because hers is the face that | know 
best. She didn’t exactly pose for me or 
anything, but there was a definite 
subconscious thing going on when 1 
sat down to work on Belle.” Patty her- 
self found the comparisons to Belle 
“hilarious, because the majority of the 
design work on Belle was done before 
1 came on—it just coincidentally fit 
her facial structure. Still, people on 
the movie were always telling her 
how much she looked like Belle.” 

James Baxter sums up his experi- 
ence on Beauty & the Beast as “many 
satisfying artistic moments coupled 
with a lot of stress in terms of time 
and the stress that comes with having 
to deal with other people in an artis 
situation. I got sick for two weeks in 
the middle of the film and had to miss 
out on a sequence I really wanted to 
do—where Belle and the Beast first 
meet. I had to give it to Mark Henn, 
who did his work in Florida. 

“As far as my animation, I think I 
did the best work I've ever done. I 
hope it stands up to what has been 
done around here for the past 50, 60 
years. That’s really all I can hope 
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place on the screen and in comic 

books, the world would be a better 
place in which to live,” says Cam 
Kennedy with an engaging Scottish 
accent. He’s doing his part by paint- 
ing a new Punisher graphic novel for 
Marvel called Blood on the Moors. 
No stranger to battle-style comics, 
Kennedy is well-known for his work 
on Epic’s Light and Darkness War, 
DG’s Outcasts, and Fleetway’s Judge 
Dredd and Rogue Trooper. 

The Scottish native and resident 
has a familiar story to tell of his 
childhood with comics. Although 
American comics were a little harder 
to get, Kennedy remembers an abun- 
dance of Dell comics. “Mostly Tom 
and Jerry and Bugs Bunny, but 1 
wasn't all that interested in them. 
What I really enjoyed collecting was 
Joe Kubert’s stuff—his war comics, 
Sgt. Rock. | had a pretty good collec- 
tion, too, but when I left home, my 
mother gave them to some little Boy 
Scout at the door for a jumbo sale.” 
He attributes his “chunkiness and 
gritty drawing” to the early influence 
of Kubert’s work. 

Unlike many artists, Kennedy 
didn’t really set out to draw comics. 
“I knew I would have to end up in the 
art world somewhere,” he explains. 
For several years, he was involved in 
commercial art, working in a Glasgow 
studio as an apprentice. “It’s the best 
training...it’s not as easy to get an 
apprenticeship these days.” 

Kennedy also spent six years in 
France focusing on painting. While 
there, he had several exhibitions of 
his work and ran a commercial-art 
studio with a friend. Upon his return 
to Scotland in 1978, another friend 
suggested that he get into comics. “I 
drew up some sketches and sent them 
down to a company in London—IPC 
Magazines as they were called at the 
time—and I got a script by return 
post. And that was it! I did a lot of 
work for them.” Kennedy toiled on 
Battle and then moved on to 2000 
A.D., where he contributed to The 
VC's, Judge Dredd and Rogue Trooper. 

While working for IPC, Kennedy 
met writers Alan Grant and John 
Wagner, with whom he teamed to 


I: all the violence in the world took 


By HANK KANALZ 


GLEE BIT OF 
Punishment 


There’s blood on the moors when the 
Punisher hits the Highlands. 


produce Outcasts for DC in 1988. 
These fellow Scots also make up the 
creative team of Blood on the Moors. 
Kennedy recalls, “I had been talking 
to Alan about writing a story, and he 
offered to help me out. Later on, when 
we were talking again, he asked if I 
had any ideas for that story, and 1 
said no. But I did have an idea for a 


All Blood Art: Cam Kennedy 


character called the Clansman. Now, 
they may change the name of the 
character in America because it has 
Tent connotations, but anyway, 
he’s a six-and-a-half-foot man who 
uses a six-foot Claymore [broad- 
sword]. ” The Clansman is a spirit 
involved in an Arthurian-esque legend 
who aids the Punisher in the 
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Bread 


Ae 


1 guys better keep on their toes 
ood on the Moors brings the 
“to Scotland. 


8 1 
2 


t a convention two years ago, 
Pe icter, and ‘Alan beefed it up Kennedy met Marvel Edit 
| with the whole A -Chief Tom DeFalco a 
| back in Scotland’s hour of need.” expressed interest in doing a project 
The Clansman, Ian Og, is killed in for Marvel. Kennedy explains—in an 
the Massacre of Glencoe in 1692. In amusing New  York/Scottish 
the story, based on the historical combination accent—that DeFalco 
event, Ian Og is a warrior who tries replied, “ ‘Yeah, yeah, I want you ta Be 
to defend his village from the attack- do sumpin for us, too. You pick da 

ing Eh Soon and members of charai d OK? You got 


OK, 


a and they still won’t 
each other. They take it very badly.” 
When Ian Og is buried, an old 


writers, They wrote a script that I re- 
witch puts a curse on the Claymore ally liked and was so much fun to 
Saying he will return when Scotland read.” 

has need of him most. Kennedy com- With 


‘Tracking down drug dealers 


to a whiskey distillery, Frank Castle 
learns of alcohol’ damaging 78 
the hard way, 
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TOMA) /, 


Kennedy hopes the Clansma 
spark interest on Am 
shores, 


wanted to do something well- 
known—a well-established American 
comic book character. I didn’t want to 
do a character with yellow flashes 
and bells on his toes or anything, you 
know. I had drawn a lot of Dredd and 
Rogue Trooper, all those gritty char- 
acters, so I thought that either Frank 
Castle or Nick Fury would be good 
choices for me.” Grant and Kennedy 
had done a story in which Fury goes 
to the Isles looking for a terrorist 
base, so that left the Punisher. 
Kennedy believes that this Pun- 
isher story is set apart from the oth- 
ers because Frank Castle is out of his 
element. “Frank is in a part of Europe 
where no one thought he would ever 
go. We’re talking about this well built 


American guy who walks the streets 
of New York, and he’s put in the 
middle of Edinburgh.” Although the 
character may be out of place, 
Kennedy says he tries to blend Castle 
with the different locale. “Jim Lee, 
who can do beautiful Punisher work, 
can really beef him up. I’ve tried not 
to do that so much so he wouldn't 
look too much out of place in the 
glens. He's not dropped into sewers. 
He's fighting for his life in the snow in 
the Scotland hills!” Kennedy also 
takes pride in blending realistic 
machinery with the human factor, 
creating a believable union. 

The Punisher is in Scotland track- 
ing drug dealers when he gets into 
trouble at a whiskey distillery. He's 
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The Clansman appears during Scotland’s—and Castle’s—greatest hour of need. 
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All PunisherBlood Characters & Art: Trademark & Copyright 1991 Marvel Entertainment Group 


left for dead, and, as per the legend, 
the Clansman comes to help him. 
Kennedy hopes that the showcase of 
the new character will spark reader 
interest. 

“Alan and John have many ideas 
for the character. I hope fans like him 
so we can bring him back. Or they 
can say to bring. Frank back to the 
States! American readers should have 
a good interest in this book, especially 
those who like [the movie] 
Highlander.” 


Tes the Clansman’s popu- 
larity and future remain a 
mystery for now, those of the 
Punisher do not. Kennedy believes 
that part of the hero's popularity lies 
in the need for people to see justice 
done. “Everyone knows someone who 
knows someone involved with drugs. 
Here, you can see the bad guys get 
their asses kicked. In the Punisher’s 
case, it’s with extreme prejudice! 

“I look at Frank Castle as someone 
who's really pissed off that someone 
killed his family. I’m a family man, 
and | think that Castle feels justified. 
There are so many people who say, 
‘Come on, Frank! Get them!’ ” 

Readers should take note that there 
is a connection between this Scotland 
story and the Spider-Man in Scotland 
graphic novel Spirits of the Earth by 
Charles Vess (CS #15)—but it has 
nothing to do with the storyline. Vess 
is a “great Scotland buff” and has 
been to Scotland numerous times. 
Two years ago, Vess and his wife 
swapped houses with Kennedy and 
his wife. While Vess stayed on the 


Orkney Isles, Kennedy lived in Vess’ _ 


house in New York. Other than that, 
(continued on page 66) 
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Caroline Thompson & Larry Wilson keep 


Mai Art: Copyright 1991 Viz Comics 


By ROBERT PEGG 


some of the most hauntingly 

beautiful and bizarre fantasy 
images to hit the screen in years. 
Caroline Thompson wrote Tim 
Burton's Edward Scissorhands and 
Larry Wilson co-scripted Burton’s 
Beetlejuice. Now, they've teamed up, 
and future projects include film 
adaptations of the comic books 
Concrete and Mai, the Psychic Girl, 
and a movie where Peter Pan-like pop 
star Michael Jackson plays (honest!) a 
crime-fighting superhero. 

In short, they’re kind of the dy- 
namic duo of screenwriters. And it all 
began with The Addams Family. 

“The story is about how Fester be- 


| Boor ly, they have created 


came an Addams,” says the 35-year- ام‎ 


old Thompson of the script which 
marked her first collaboration with 
Wilson. The film isn’t derived so 
much from the 1964 ABC sitcom as 


991 Paul H. 


Conerete Art: By & 


examining comic book lives. 


ght 1960 Charles Addams 


Beetlejuice Art: Nelvana 


he TV show’s source, Charles Ad- 
dams’ classic cartoons. Thompson 
and Wilson claim Addams’ Lody of 
work in the New Yorker magazine as 
their prime inspiration for the Barry 
Sonnenfeld-directed Addams Family 
film (CS #23). 

“Instead of relying completely on 
the TV sitcom, one thing that we de- 
cided with producer Scott Rudin very 
early on was that we were going to 
dip into the original Charles Addams 
cartoons as our source material,” re- 
calls the 41-year-old Wilson. 

Addams had two different styles of 
drawings. His cartoons featuring the 
Addams Family were ghoulish, black 
humor, literally a twisted view of 
Norman Rockwell's world. A typical 
example is one in which Morticia and 
Gomez beam with parental pride and 
say, “The little dears, they still be- 
lieve in Santa Claus!” as they watch 
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E Ë Thing and released him from his box. 
“Jackie Coogan was wonderful as 
= Fester, but we really loved what John 
Astin did with Gomez. So, we made 
£ our Gomez, played by Raul Julia, be 
& that way—exuberant, always lively 
Zand spirited. Yet he could be as dè- 
© spondent as he could be high; he’s 
kind of manic- depressive. g 
Wilson adds, “Each of the movie’s 
= characters are drawn a shade differ- 
$ ently from the TV characters, but in 
Ê many ways, John Astin’s voice was 
ã so right and so distinct, that in writ- 
ging the script, it was the one voice 
3 that we mimicked. 
„ “But in watching the old episodes, 
3 we also realized that although some 
fof it is really wonderful and well- 
imagined, it’s also plotless. It's the 
set-up and the pay-off, but not much 
gmore. That wasn’t something we 
3 could get away with in a feature film. 

“One problem was that so much of 
Morticia and Gomez's response to 


Addams Family writers Caroline Thompson and Larry Wilson wanted the film to 
touch upon family themes, such as Fester’s (Christopher Lloyd) return. 


All Adi 


their children going through their 
Christmas Eve preparations of fan- 
ning the flames and heaping more 
logs into the fireplace in anticipation 
of Santa’s arrival. 

His non-Addams Family cartoons 
were witty and surreal. He was the 
Gary (Far Side) Larson of his day. 

“We borrowed images from both 
sides of his work—the ghoulish stuff 
and also the free-wheeling surrealistic 
humor in non-Addams_ Family 
cartoons, something I feel in tune 
with,” Wilson says. “I think there's a 
lot of that in Beetlejuice. 

“But in his Addams Family car- 
toons, in a funny way, the obvious 
level is that it’s all reverse, a mirror 


“He's very skilled at plot and coming up 
with this very out-there imagery,” 
Thompson notes about Wilson. 


vision of Norman Rockwell. But, of all 
the things we wanted to say in the 
film, ifthe film says anything, it’s 
that the Addams Family—for all their 
weirdness—is the best family in 
town. They are truly bonded and 
truly care for each other.” 

Thompson agrees: “For Morticia, 
the concept of family is as important 
as that same concept in any Norman 
Rockwell image. 

“I wanted them to keep their in- 
tegrity. I don’t think the point of the 
family is to laugh at them. To me, the 
Addams Family itself, especially 
since Charles Addams named it after 
himself, is like—imagine New York 
WASP aristocracy decaying. I was 
told that he was an extremely shy, 
self-effacing guy and not very good 
company. Apparently, he collected 


things was that reverse-image thing— 
bad is good, black is white—and it 
was hard to find areas that they could 
relate to in an emotional way. 

“So, the thing that we focused on 
was that if there was a threat to the 
family and family harmony, then 
they would react the way we react, 
and when he keyed in on that, we 
were able to develop a story about the 
impostor Fester and hit upon these 
themes of family and all that we 
wanted to touch upon.” 


Ithough the writers only 
worked with director 
Sonnenfeld in the early de- 


velopment stage, they were closely 
involved with producer Scott Rudin 
and credit him for their team-up. 

As the former president of 20th 


antique guns, medieval cross-bows 
and suits of armor. So, he sounds ex- 
actly like the kind of guy who would 
create these cartoons. They were his! 
They were him!” 


oth writers knew they also had 
B to look at the other Addams 
family for inspiration—the 
ones who, as their TV theme song 


Century Fox, Rudin had been respon- 
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§ 
3 
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says, are “creepy and_ kooky, 
mysterious and spooky, altogether 
ooky.” 


“We watched a number of episodes 
from the ’60s TV show, mainly to get 
a feel,” says Wilson. “There were 
some real touchstones that we had to 
use—obviously because the vast ma- 
jority of the movie's audience will be 
familiar with the TV show, not the 
original cartoons.” 

Says Thompson, “We watched 
those shows with great pleasure. In 
our script, there are things from the 
TV show, like the cuckoo-clock that 
roars, the bear rug that growls when 
someone walks on it! We've liberated 


sible for putting Thompson’s Edward 
Scissorhands script into development. 
Rudin paired the two writers together, 
initially just for The Addams Family. 

“I don’t quite know what Scott's 
thinking was, but I do know he felt 
that comedy is better written by two 


The writers used Charles Addams’ car- 
toons as their source material for the 
film, but kept Raul Julia’s Gomez similar 
to John Astin’s TV incarnation. 


Thompson thinks her and Wilson’s 
Concrete project is emotionally similar 
to Edward Scissorhands, which she 
scripted. “It will appeal to people who 
find that their emotions are also buried 
in concrete.” 


people,” 


remembers Thompson. 
“Scott asked me to bear with him and 
meet this other person to see how w 


7 


1990 20th Century Fox 


would get along. God knows why 1 
said yes, because it isn’t like me at 
all, but we met. Larry’s really strange 
and has this wonderful imagination. 1 
enjoyed him so much that I 

Wilson’s memories are s ightly dif- 
ferent, “I had known Scott for seven 
or eight years, and he knew that I was 
very interested in writing The Ad- 
dams Family, but he thought it was 
the kind of project that could use two 
voices or two sensibilities. 

“Still, when Scott sprung this on 
us, I think both of us were pretty re- 
sentful at first. You know, as in, ‘Well, 
doesn't he think J can do it on my 
own?’ So, Caroline and I met at 
Scott’s behest. Caroline claims she 
didn’t like me much at first, and I 
don’t think she did, actually. 

“But we developed an ability to 
talk about The Addams Family, and 
that developed into working on the 
script together, then a really terrific 
friendship and great partnership. 
Now, we're doing projects alone and 
together. I just feel that we'll be work- 


Thompson Photo: Zade Rosenthal/Copyri 


“Temperamentally and artistically, she 
thinks out a character,” says Wilson of 
Thompson's writing strengths. 
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“A threat to the family and family harmony” was the only way Wilson and Thompson 
could make the Addamses react like normal people. 


ing together in some capacity for a 
Jong time to come.” 

Thompson says they balance out 
each other's strengths and weak- 
nesses. “My strengths tend to be in 
the fantasy context, making some- 
thing feel real, making it plausible 
and that can be scene by scene or 
moment by moment. And Larry's 
strength is that he’s very skilled at 
plot and coming up with this very 
out-there imagery. He has a real 
bizarre brain in him, unlike any I’ve 
ever been around before.” 

Wilson elaborates, “Caroline began 
as a novelist and I think that temper- 
amentally and artistically, she thinks 
out a character. That’s where things 
develop for her; it’s coming out of 
character and emotion. Whereas for 
me, a plot idea, a turn-on, a joke, a vi- 
sual image will be the starting point. 

“Working on The Addams Family 
was really terrific because Caroline 
was able to find her way into these 
characters, who might have remained 
TV sitcom caricatures, in a way that 
was really special. 


Michael Keaton’s role in Beetlejuice “was 90 percent improvised,” Wilson reveals. 


“Putting the two of us together was 
an astute call on Scott's part. He was 
absolutely right in terms of the 
sensibilities and complementary 
voices in our work.” 


f their future projects, 
CD isn credits Wilson for 

being the instigator behind the 
comic book adaptations of Concrete 
and Mai, the Psychic Girl. “Larry is 
really hooked into that world.” 

Mai, to be directed by Tim Burton, 
is the most likely to hit the screen 
first. However, since Burton is 
currently tied up with Batman 
Returns, neither writer will attempt to 
guess when Mai will go into 
production. 

Wilson says the Mai project, a mu- 
sical, was born out of his association 
with the pop band, Sparks: “Ron and 
Russel Mael, who are Sparks, have 
been longtime friends of mine. We 
had been looking for an approach to a 
movie musical which would be 
ground-breaking in the way it utilized 
music in a film. 


“Then, I discovered the Mai, the 
Psychic Girl comic book and fell in 
love with it. Japanese comics are 
tremendously visual, they're not re- 
ally that text-oriented. There’s some- 
thing about the art in Mai and how it 
floats from panel to panel that felt 
spacious and musical to me. I took 
the comics to the Maels, and they got 
ed about doing something in a 

musical context within a film. 

“I had worked with the director 
Walter Hill in the past. He helped us 
get a deal at Carolco to have the mu- 
sic recorded and a script developed. 

“It departs from the standard, old- 
fashioned movie musical in that—ex- 
cept on about three very deliberate 
occasions—it’s not a ‘break-into-song’ 
musical. The music is often environ- 
mental—sounds within a soundtrack 
will synthesize into a musical track. 
The singing and lyrics are often cycli- 
cal, fragmented dialogue which will 
go into song. 

“What the Maels have come up 
with for this is extraordinary and 
cutting-edge in terms of movie 
musicals. I describe it as Stephen 
Sondheim meets Laurie Anderson 
meets The Who’s Tommy. 

“Since Tim Burton has committed 
to the project, Caroline and I have 
turned in a fresh draft of the screen- 
play. There’s a new path and music 
that reflects the changes.” 

He adds that it won't be like the 
Batman soundtrack, in which 
Prince's songs were imposed on 
Danny Elfman’s score. “The Maels 
will be composing all the music. But 
it’s not really Sparks-like music. It's a 
big departure for them. Everything is 
integrated and designed deliberately 
for the script and music to go together 
in a way where you couldn’t have an- 
other composer come in and con- 
tribute to it. It all has to click.” 

Another familiar name connected 
with Burton's movies who will likely 
be missing from the credits is Winona 

Ryder. True, she looks exactly like‏ ج 
Mai, but she’s a bit old to pull off‏ 3 


5 playing a budding pubescent. 
g Thompson says they want the charac- 
Eter to remain a 13-year-old. “The 
Ê theme is that she’s on the cusp of pu- 
& berty—that’s when all her powers 
ê explode, and that’s the perfect 
5 metaphor for Mai.” 


ike Mai, the Psychic Girl, 
| Concrete became a project 

because Wilson was a fan. “It’s 
the best thing out in the comics world 
right now,” he says. Unlike Mai, 
Concrete won't be a musical. 

Wilson will make his directorial 
< debut on Concrete, which the team is 
$ writing with the book's creator, Paul 
Chadwick. Thompson -describes the 
$ Concrete character as a large part of 
(continued on page 58) 
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He isn’t crazy about this eternal struggle, but he 
just keeps dying. 


All Paranoia Art: Kipper/Courtesy Malibu Graphics 


DREW BITTN 


magine living in a world where 
ems is ruled by the whim of 
a demented Artificial Intelligence 
This Computer sends you on suicide 
missions that you cannot possibly 
survive, so you get killed—time anc 
again. Su is virtually impossible, 
and you're always guilty of a crime. 
Don’t protest. You were sent on this 
mission by the Computer, and the 
Computer is never wrong. 
This nightmare is the premise of 
the darkly humorous role-playing 
game Paranoia from West Enc 
Games, Its popularity has spurrec 
Eternity Comics to execute a six-issue 
mini-series written by Paul O’Connor 
with art by Kipper and Hector. 
O'Connor's series follows a clone, 
King-R-Thr, in his quest for self-un- 
derstanding, a mission frustrated by 
his frequent deaths. For O'Connor, the 
story was a challenge from the first. 
“The biggest hurdle was the lethali- 
ty of environment,” O’Connor ex- 
plains. “In the game, the heroes 
knocked off all the time, only to get 
replaced by the next member of their 
lone family. If one character gets 
fried, you just plug the next one in. I 
didn’t want to sand off the edges of 
the Paranoia universe, but I had to 
have a method of continuity for the 
hero—some way for him to grow and 
develop as the series progresses. 
“In Paranoia, all of the characters 
are disposable, even the hero,” 
s. “What makes him 


re 


lows him to tap into memories of his 
past lives. He can ‘flash back’ to prior 
lives and glean information from 
them, Sometimes it’s useful and 
sometimes it’s trivial, but King-R-Thr 


is the only clone in Alpha who can 
sustain that tradition. In creating 
King, this secret society hopes they 
have made a super-clone whose 
knowledge is inborn, someone who 
can biologically challenge the 
Computer's rule. Of course, at the 
beginning, King is completely 
unaware of this; he’s just another 
grunt in this society, and all he really 
wants is safety, comfort and 
companionship like everyone else.” 

Because this world is Paranoia, 
however, safety and comfort are hard 
to come by. Death is more than an ev- 
eryday occurrence—it happens with 
alarming frequ especially to the 
heroes. 

“It’s no accident that this is a 
issue limited series,” O’Connor ad- 
mits. “Each issue corresponds to a 
different member of King-R-Thr’s 
clone family, numbers one through 
six, who are six different versions of 
the same guy. It isn’t giving away 
much to that the hero is killed 
regularly 

or O'Connor, the character, not 
the setting, builds the st “T come 
from the ‘character first’ school of 
comics writing,” he says. “If you cre- 


that King's 
is “odd. Their 


ry we're telling isn't 
traditional for regular Paranoia 
adventuring,” he observes. “In an or- 
dinary role-playing game module or 
adventure, the characters solve the 
problem or they die, but usually they 
do both. I didn’t use that. Sure, King 
becomes a troubleshooter briefly and 
sts pushed into danger by the 
omputer, but the story concentrates 
on his awakening rather than fighting 
the Computer’s imaginary dangers. 
“This series isn’t an adaptation of 
the game, even though the background 
is based on the game,” O’Connor 
s. “It’s a different approach than 
the one West End has taken. I found 
there were some [art elem 
that didn’t sit well The 
Paranoia universe sounds highly 
dysfunctional—nothing works right! 
But all of West End’s artwork for the 
game looks | mething out of | 
n’s Run; very sterile and clean 
all wrong to me. I couldn't 
s a logical outcome of all 
as happening there. 
es, the look is very di 
far more d 


in the 
The 
book’s whole appearance is more 


نکی 


postmodern than some SF F 


future.” 


` Parangia’s look, nutes O'Connor, “is 
more post-modern than z slick SF 


future” 
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In Paranoia, the Computer is your 
friend—until you disagree with it. 


According to the writer, the Paranoia 
mini-series looks “far more dysfunc- 
tional” than the role-playing game. 


Paranoia is far from slick, as it 
depicts a society beyond “falling- 
apart.” “The elements of their society 
as designed by West End, are in 
place,” O'Connor says. “The 
characters live in Alpha Complex and 
are ruled by this tyrannical 
Computer. All of the citizens are 
clones and raised in a climate of fear 
and ignorance. They have no 
knowledge of the outside world at all. 
They don’t know that babies don’t 
have to come from clone banks, and 


to protect and a comic to promote, but 
they didn’t have comics expertise. In 
the long run, they adopted our vision. 
In fact, the latest Paranoia project's 
cover art is a panel from Paranoia 
#1.” 


‘Connor describes himself as 
“a real comics outsider. I read 
them for years, but made the 
decision to stop when I started 
writing them. I haven't read a comic 
in six or seven years. Like most 
people, when something is your job, 
it’s hard to relax with it in your free 
time. Besides that, | want to keep my 
own work fresh, and not feel like it's 
getting in-bred by everything else on 
the stands, 5 
(continued on page 60) 
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[continued from page 52) 


Chadwick. “We've met with Paul, and 
he's a very interesting guy. He has a 
presence that's really mesmerizing 
and I guess Concrete is the expres- 
sion of himself.” 

According to Wilson, Chadwick is 
ar more like the Ron Lith- 
gow/Concrete character than the 
Larry Munro character. “I think Paul 
sees himself within Concrete, and 1 
definitely think Paul would also se 
that. Paul considers Concrete h 
ife's work. He's very protective of it, 
and the fact that he feels 1 could in- 
terpret it as both a writer and a direc- 
tor is just great. If all goes well, 17 
irect it with Tim Burton producing.” 

The project is still in the early de- 
elopment stage. “But I can tell you 
that we do have a particular plot in 
mind,” Wilson says, “and I want to 
use a Jot of material that's already 
there in the comic book. 

“There will be a compressed ver- 
ion of the origin story. He will be a 
uy whose brain is transferred by 
aliens into a huge rocklike body, and 
we'll hit many of those touchstones 
that I feel are the best things within 
the comic.” 

While Wilson is studying the 
comics scene, Thompson is working 
on the script for her own directorial 
ebut—an adaptation of the Chinese 
ghost story Rouge, now retitled Till 
We Meet Again, for Fox. 

“It's much more romantic than 
anything I've done yet,” Thompson 
observes. “It’s about a pair of lovers 
in Hollywood in the '20s. He's rich 
and she's a hooker. They can't be to- 
gether, so they then commit double 
suicide. We pick up the story with her 
coming back, looking for him to re- 
unite. The gig is that they can only 
come back once a year on the 
anniversary of their death.” Winona 
Ryder and Johnny Depp, a real-life 
couple and co-stars of Edward Scis- 
sorhands, will star. 

In the meantime, Thompson's 
adaptation of the Victorian children’s 
novel The Secret Garden (previously 
filmed by MGM in 1949 and presently 
a Broadway musical), will lense in 
England this February with Carroll 
(The Black Stallion) Ballard directing 
and Francis Ford Coppola producing. 
Her Disney project The Geek—Martin 
Short grows up thinking he's a 
chicken—also has Wilson involved. 

Thompson (who discussed her 
work in STARLOG #162) has also 
scripted Tim Burton's animated fea- 
ture Nightmare Before Christmas, due 
out Christmas 1993, Of the far-off 
release date, she explains, “The mod- 
els won't be ready until late spring. 


< 
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Mai, the Psychic Girl, another film writ- 
ten by the duo, came about, because 
“Larry’s really hooked into that world,” 
explains Thompson. 


This isn’t cartoon animation, but it’s 
not claymation either. It's called 
pixilation, The story concerns Jack 
Skellington—the King of Halloween 
who has done it all with Halloween 
and so steals Christmas. The rest of 
the movie involves all the dire 
consequences thereof.” 


he one project whose future 

۱ remains somewhat uncertain is 

the superhero epic they penned 

for Michael Jackson at Columbia 

Pictures, Midknight. Aithough 

intended for 1992 shooting, no 

director has been set yet. Oscar-win- 

ning production designer Anton 

(Batman) Furst (CS #7) will produce 
and design the sets. 

Thompson describes it as, 
“Imagine that the Elephant Man gets 
to blow people away.” 

Wilson elaborates, “Actually, it's 
like a cross between Batman and The 
Elephant Man.” 

He describes the problems inherent 
in writing a crime-fighting superhero 
story for someone who's already 
viewed by many people as a real-life 
cartoon. “When we were told that 
Michael Jackson wanted to do a su- 
perhero film, we wondered what that 
meant and saw both the potential and 
the pitfalls. So, we went up and spent 
a day with Michael at his ranch and 
were very taken with him. 

“We spent a long day talking about 
this. What we realized we could do 
was to begin with a character who 
was suffering a lot of inner and psy- 
chic pain. We gave that [concept] 
physical manifestations, and out of 
that, we were able to build a heroic 
character. 

“Unfortunately, there’s going to be 
so much baggage on this thing. There 
will be so many people waiting for it 


to fail on its ass or be something to- 
tally innocuous and Peter Pan-ish. 

“Michael is very aware of the con- 
fines of his image, and he’s willing to 
do something that breaks through 
that. I think it's going to surprise the 
hell out of people when they see it. I 
have high hopes for Midknight.” 

Tim Burton's name keeps popping 
up in regard to their projects. Both 
Thompson and Wilson speak of him 
in glowing terms. 

Wilson sums up their admiration 
when discussing Beetlejuice. 
(Beetlejuice II is currently being writ- 
ten by Wilson's collaborator on the 
first film, Michael McDowell.) “I 
don’t know if any of the other Beetle- 
juice writers, the late Warren Skarren 
and Michael McDowell, have ever 
said it, but I'll say it—Michael 
Keaton’s performance was 90 percent 
improvised. 

“McDowell and I had called the 
character outline of Beetlejuice 
‘Groucho Marx from Hell,’ but in 
terms of the dialogue and riffs on the 
character, that’s all Michael Keaton. 
The same with the waiting room— 
Death as the ultimate unemployment 
office. That was McDowell, bu! the 
characters in it were all Tim Burton. 
“The point is, it all worked! What I 
say about the script is that Warren, 
Michael and myself built the 
launching pad, but Tim took the 
rocket to the Moon and just went 
places with it that were far more than 
we had ever imagined. Beetlejuice 
was one of those happy 
improvisations and extensions all 
meshed with the script. I loved it. 
“I've become delighted with all the 
Beetlejuice toys and cartoons [CS 
#10]. This thing, that I had a hand in 
creating, has—in its own fashion— 
become a kind of pop icon, and that 
has been really fun. 

“When we set out to write it, 
Michael and I said that if we could 
write a warm film where people 
ripped their faces off, we would be 
happy.” 
The writing team seems to be 
first choice whenever an offbeat pro- 
ject is optioned. Yet, Caroline 
Thompson has no doubts about 
whether a supposedly limited-appeal 
project like Concrete can attract a 
mass audience. “On an emotional 
basis, Concrete is similar to how 
Edward Scissorhands found an audi- 
ence. It’s the same thing—it will ap- 
peal to people who find that their 
emotions are also buried in concrete.” 

Larry Wilson sums it all up: 
“These projects really choose us. Car- 
oline and I were both blessed, or 
cursed, with these sensibilities. Fi- 
nally, the stuff has moved far enough 
into the mainstream that. we're able to 
make a living from it—which_ is 
lovely.” 
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Bodé 
[continued from page 20) 


Steve Barron’s Limelight Productions 
and Eastman on a $7 million budget. 
The script will be written by Larry 
Todd. Regarding the method of 
animation, Bodé reveals with a hint of 
mystery that plans are to employ a 
“new technique.” 

While Ralph Bakshi’s Wizards cer- 

tainly displayed a strong Vaughn 
Bodé influence, Cobalt 60 would be 
the first film based directly on the late 
artist's diverse canon, although at the 
time of his death, the William Morris 
Agency was prepared to fund two 
Bodé movies: A Deadbone feature and 
a live film of one of the famed Bodé 
cartoon concerts. “My father was go- 
ing to be live on stage reading the 
voices for his characters, and then 
when you see the first frame or slide, 
suddenly, it would break into anima- 
tion with my father’s voice-over.” 
Bodé vows, however, that the 
strange tale of Cobalt 60 won’t be 
completed on celluloid. He and Todd 
still have plenty of tales to put to pa- 
per. “Definitely,” he nods, “Cobalt 
will continue. At the end of [Book] 
Four, he’s back in the desert and has 
his great grasser back, which was 
supposedly killed in battle in the sec- 
ond book. But Franklin Gothic Green, 
eing Cobalt’s friend and also very 
handy with knives, sews the grasser 
up and nurses him back to health.” 
As for future plot developments, 
Bodé points toward the enigma of 
how Cobalt and his son will cope 
with each other, something he says 
he’s discussed at length with Todd. 

“Larry and I were talking about 

how Cobalt’s son could grow up and 
be the only one to defy Cobalt. So, 
maybe Cobalt might get killed some- 
time. We’re not sure. In later books, 
though, Cobalt will meet his son sev- 
eral times without even knowing it. 
3ut, he'll find his son just as tough as 
1e is. His son will be named after a 
stable isotope, by the way. Probably 
Cadmium 190 or something.” 
While notions of returning to the 
Cobalt 60 universe and other lush 
realms of both his father’s and his 
own dance through his head, Bodé 
will be touring the country with his 
own versions of Vaughn's cartoon 
concert, Fans can catch either the R- 
rated show, which features Vaughn 
Bodé's work from Penthouse and 
Cavalier magazines, or readings from 
Mark Bodé's Teenage Mutant Ninja 
Turtles books with fellow TMNT 
artist/letterer Steve Lavigne. Mark 
Bodé feels the most accurate 
description of what the next few 
years will hold is the same phrase 
with which he closes each show: 
“Stay tuned; the best is yet to come.” 
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Continuum 


continued from page 24 


Shakespearean love story. The 
woman Talon has loved for hundreds 
of vears is over in the next zone, and 
her zone is pulling away from Zone 
27. You see, Zone to be much 
larger, and at that time Talon and the 
woman could be together. But Zone 27 
sub-divided, with the woman in one 
zone and Talon in the other. These 
two lovers can no longer be together, 
so they're always trying to find a way 
to pierce the boundary. It's sad. and 
good drama.” 

For his part. Zick hopes Zone Con- 
tinuum will be popular because “it's 
original. | want to do something that's 
visually and narratively exciting— 
different than what you normally 
see—yel something that is well- 
thought out and complex. 1 want to do 
something entertaining, too.” 

The reader “lives” the adventures 
through a normal human character 
named Manx, who also introduces 
Talon and the world of the Partners. 
Readers see these beings through his 
eyes. “Manx is a street kid, and he 
goes up to the top of a tall building 
with the intent of committing sui- 
cide,” says Zick. “We don't know his 
reasons till later. But he manages to 
save Talon from a trap that Spear had 
set. After that, Manx is introduced to 
the Partners’ world. In terms of the 
narrative, different characters will 
supply first-person commentary, but 
the main character will be Talon.” 

While discussing his influences, 
Zick also addr his concept of his 
target audience. “I'm still affected,” he 
admits, “by what I read in the ‘60s. 
I'm 40, and back when I was a kid, 
comic material was very cross-over. 
It was very much for kids and adults. 
A lot of material today alienates one 
group or the other. 

“Some material today is conde- 
scending to kids, or is too juvenile for 
adults. I feel the younger audience 
really enjoys sophisticated ideas and 
complicated concepts. There may be 
words or ideas they may not under- 
stand, but they can get into it, and 
maybe go to another source to find 
out. So, Zone Continuum is a cross- 
over series 

If the mini-series does well, there 
may be another mini-series, or maybe 
a regular title. It all depends, of 
course, on the public. For his part, 
Zick seems to think that Talon and the 
Partners have a future. At least, that’s 
how it's being planned. “Yeah,” Bruce 
Zick laughs, “we're going with the 
idea that this mini-series is only an 
introduction.” 

Like a Partner who's just stepped 
into an elevator, Bruce Zick plans on 
riding this one all the way to the top. 


Paranoia 


(continued from page 56) 


“It's hard for scenes or little 
shticks not to creep into your own 
work when you read others’ stuff a 
lot. It's odd—when I was going to 
high school, I read lots of comics and 
skipped the swork they gave me, 
but when I started writing comics, I 
began reading the classics and filled 
in the holes in my education. 

“I don’t read the fan press and 
don’t hit conventions,” he adds. “I 
don’t disparage it, not at all, but it’s 
just not my interest. Now, it can be 
important to keep track of what’s 
happening within your own industry, 
and in that I’ve probably been a little 
negligent, but Eternity handles that 
side of my work.” 

O'Connor says Eternity editor 
Chris Ulm came to him with the 
Paranoia idea partly because 
O'Connor has a substantial back- 
ground in game design. Gamers may 
recognize his first publication: 
Grimtooth's Traps. 

“Grimtooth's, for Flying Buffalo 
Games, was my first,” he recalls. “I 
was 17 when I did that. It was my 
first job after leaving home. I did book 
reviews and in-house stuff for them 
for a while, then moved back to LA in 
۱82 or ۱83 and did some computer- 
game design. I'm still freelancing. My 
last role-playing release was Traps 
Ate (the eighth Grimtooth’s collection) 
for Task Force and my last computer 
game was Dragon Wars for Interplay 
two years ago.” 

In the comics field, O'Connor has 
been an Eternity writer for several 
years, scripting the adventures of the 
Ex-Mutants and their New Humans 
spin-off, a year’s worth of Lensman 
adventures, the fantasy series Badaxe 
and Dudley. O'Connor previously 
discussed his projects in CS #9. 

“I've been happy with my work, 
overall, but it hasn’t sold as well as I 
would like,” he admits. “I really be- 
lieve my career in comics is tied to 
Eternity.” 

He is confident that gamers and 
Paranoia fans will enjoy this mini- 
series, even though it diverges from 
what they might expect. 

“They'll probably ask themselves, 
‘This is Paranoia?’ but [the books] 
will pump some new life into what 
may be a tired genre,” he states. “If 
anything, hopefully, the series will 
inspire gamers to go back to Paranoia 
again and play it with a different take 
on things. 

“The series will have enough of the 
Paranoia universe so that players can 
visualize their game in this new for- 
mat,” says Paul O’Connor. “It’s an 
opportunity for fans to say, ‘Gee, I 
hadn't thought of that.’ ” 


Once again, the Ray is the brightest hero under the comics sun. 


rilliant. Simply brilliant. The 
Bs hero in comics is com- 

ing back to dazzle readers in the 
‘90s. But The Ray is no flash in the 
pan. Around since the early ‘40s, he’s 
now ready to pass the torch to his 
successor. 

DC's revival of The Ray honors 
the original character published by 
Quality Comics, while re-creating 
him for today’s readers in a new 
six-issue mini-series. 

Veteran writer Jack C. 
Harris is returning. to 
comics, working with 
artist Joe Quesada, a rel- 
ative newcomer, and 
editor Jim Owsley to 
create a Ray that 
harkens back to 
Peter Parker and 
the beginnings of 
the Silver Age. 

“Most of the 
Silver Age 
heroes were ac- 
cidental heroes, 
either by atomic 
accidents over at 
Marvel, or some 
chemical accident at DC,” Harris 
laughs, “and all of them were thrust 
into it. Most accepted it outright, but 
Peter Parker was reluctant—he wanted 
to be an entertainer at first, and stum- 
bled into it because of a tragedy. 

“I wanted to do Something along 
those lines. This character was born 
with his powers, but didn’t discover 
them until his late teens. Everyone 
around him says, ‘Now you can be a 
hero,’ but he says, ‘I don’t want to be a 
hero!’ But everything tells him that 
that’s what he must do! 

“He’s reluctant about the whole 
thing. Every step of the way is a dou- 
ble-edged sword of discovery for him, 
in that everything he finds out proves 
that something he discovered before 
was untrue! He gets very upset. He 
doesn’t know who's telling him the 
truth—and he won't find out until the 
final issue.” 


By KIM 
HOWARD 
JOHNSON 


Criminals 
won't have a 
Ray of hope 
with DC's 
latest revised 
superhero. 


or 18- 
year-old 
Ray Terrill, 


the mystery begins 
with the first issue. 
“He has been told 
since birth thaf he’s fa- 
tally allergic to sunlight, 
and has lived in a house 
with painted-over windows, 
existing on a nocturnal sched- 
ule. He has two nuns for private 
tutors and lives with his father in a 
townhouse in Philadelphia. He's 
pretty well-adjusted—his closest 
friend while growing up was his next- 
door neighbor, Jennifer Jurden, until 
something strange happened on his 
eighth birthday, though he can't re- 
member what,” says Harris. 

Not long after high school, Ray 
meets his distant cousin Hank at his 
father’s funeral. Hank knows the fami- 


ly’s history. On his deathbed, Ray's 
father gave him a scrapbook filled 
with clippings about the original Ray, 
Terrill’s actual father. After the 
Freedom Fighters, the original Ray, 
Happy Terrill, gave up his super- 
hero career to live a normal 
life, but his son was born 
crackling with energy that 
Happy absorbed, That’s 
why Ray Terrill is 
raised in the dark. 
“So, our story 
opens with 
Ray witnes- 
sing his first 
sunrise, and 
charging up 
with ener- 
gy,” says 
Harris, 
“It's the 
first time 
he belie- 
ves this 
whole story. 
He doesn't know how to han- 
dle this extra power. Hank 
tells him to be a superhero. 
Ray doesn’t want to do that, 
and wants to talk to 
Jennifer. 
“When Jennifer is taken 
hostage during a bank rob- 
bery, Ray gets so angry 
that he charges up in 
the street and lands in 
front of the getaway 
van, which melts. 
The crooks scatter, 
Ray is crackling 
with energy; when 
Jennifer reaches 
for him, her hus- 
band stops her, 
and Ray passes 
out. 
“He’s sitting 
alone in his 
motel later, and 
hears someone 
call his name. 
He thinks it’s 


his cousin Hank, but he looks in the 
bathroom, and standing there is the 
original Ray, saying, ‘Help me—you're 
the only one who can save my life.’ 
That’s the end of the first issue!” 

Another mystery in The Ray in- 
volves an enigmatic inmate of Arkham 
Asylum called Caldwell the Candle 
Man. “He’s in a stone cell, yet seems 
to be able to observe everything that’s 
going on,” says Harris. 

The writer says he began reading 
comics around the time that legendary 
editor Julius Schwartz revived The 
Flash in Showcase, and every super- 
hero he enjoyed as a kid was an updat- 
ed older character. “I was very 
intrigued by the whole revival con- 
cept,” Harris observes, “and I think in 
every case, the revivals improved on 
the originals; the new Flashes and 
Green Lanterns were improvements on 
the old, and that was also true at 
Marvel. That might not be the case 
nowadays, but I still wanted to revive 
an old character.” 

The Ray was already on DC’s list of 
unclaimed characters. Harris had edit- 
ed Freedom Fighters—DC’s short-lived 
revival of Uncle Sam, the Black 
Condor, Phantom Lady, Doll Man, the 
Ray and other heroes from the Quality 
line of comics in the ‘40s. “I was 
always intrigued with the Ray. At one 
point back then, we were going to spin 
him off into his own back-up feature 
in Black Lightning. 

“T used to like the costume, al- 
though the new Ray is completely re- 
designed—in fact, we make fun of the 
old costume. At one point, the original 
Ray wants to give him a costume, but 
the young Ray doesn’t want a costume, 
and if he does have a costume, he cer- 
tainly doesn't want it looking like the 
one this guy’s wearing, because he “I was always intrigued with the Ray,” 
doesn’t like it!” says writer Jack C. Harris. 


tla 


Young Ray Terrill’s birthday party is highlighted by his reaction to a camera flash. 
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lhe Ray is firmly entrenched in 

| the DC Universe with the inclu- 

sion of Arkham Asylum and a 
major DC villain in the book. 

“We wanted to introduce a super- 
villain to battle the Ray, but I wanted 
it to be an established DC villaih, so 
the Ray would be locked into the DC 
Universe right away,” Harris explains. 
“Its a major Green Lantern villain that 
everyone knows and hates, and he fits 
in with the strip’s whole feeling.” 

The villains may fit in, but Harris 
says the Ray is still a reluctant hero. 

“Every secret revealed proves a pre- 
` vious secret is untrue. The whole 
3 thing dates to a conspiracy stretching 
2 all the way back to the original Ray’s 
g origin. It all has a purpose, which is 
£ what young Ray has to face at the se- 
= ries’ end,” he says. 

This time, the Ray’s powers will be 
more defined. “The old Ray could do 
just about anything!” Harris exclaims. 
“If he needed a power, he had it! I've 
refined them here. 

“Basically, he has the power of 
mind over matter, and he’s his own 
battery. He can do anything, as long as 
he can logically figure it out in his 
mind. That’s not as easy as it seems. If 
he wanted to create a gun, he could, 
but only if he knew the gun’s complete 
inner workings in the first place—oth- 
erwise, it wouldn’t work. 

“He can shoot out energy, fly, pass 
through objects, and move at the speed 
of light—but he finds that difficult. If 
he chases after a crook at the speed of 
light, he’ll wind up around the world! 
As long as he can receive sunlight, he 
can charge up, and if he absorbs 
enough, he can go through the night. 
Certain things resist his power, like 
the color black or darkness. It’s harder 
for him to do battle in the dark.” 

The Ray marks Harris’ first DC 
comics series in a long time. During 
recent years, he has worked with 3-D 
comics expert Ray Zone on projects 


Jack C. Harris 


y 


with Steve Ditko and Kurt 
Schaffenberger, and has done chil- 
dren’s books for Western Publishing 
and Parachute Press. 

For The Ray, Harris is collaborating 
with Joe Quesada, and he says the 
young artist makes it easier to write 
about the 18-year-old Ray. 

“I'm really grateful for his input— 
the way Ray dresses and his hair, as 
well as all the things on his bedroom 
wall. Joe adds things like that to the 
strip. It inspires me, too. For in- 
stance,” says Harris, “in the second 
issue, I noticed that he drew Ray left- 
handed, and I thought, ‘This is inter- 
esting, I'll have to play around with 
that.’ The artwork I’ve been getting is 
just astonishing. I’ve been really 
knocked over by what Joe can do.” 

Quesada says he’s enjoying his 
work with Harris as well; they collabo- 
rate by telephone, with Quesada work- 
ing from the plots that Harris sends 
him. “Jack is great—he’s really loose 


and easy-going, so it has been a lot of 


fun.” 


uesada became 

involved with The 

Ray through his 
work*Wwith editor Owsley. 
Although Quesada is 
relatively new to 
comics—his previous 
work for DC included 
two stories in The 
Question Quarterly as 
well as Spelliammer— 
he jumped at the op- 
portunity when Owsley 
offered him the mini- 
series. 


TH--THIS WASN'T 
SUPPOSED TO 
(AP PEN. 


ist Joe Quesada is “ourious” as 
tozhdw The Ray will کو‎ 
wo, Bae he 


“I remembered it slightly, but I 
wasn’t all that familiar with the char- 
acter,” says Quesada. “But I trotted 
into the DC library to pick up some 
back issues of Freedom Fighters, be- 
cause the old Lou Fine stuff that 1 re- 
ally wanted was in terrible shape, just, 
ripping in my hands.” 

Quesada’s enthusiasm for The Ray 
grew when Owsley described his 
plans for the title. 

“Essentially, what Jim wanted to 
do with the character was really fun! 
I remembered the 
Peter Parker/ 
Spider-Man 
genre from 

when I was 
a kid, and 
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Quesada hopes the Ray’s powers 
“explode” off his darkly-drawn pages. 


that appealed to me,” Quesada 
says. “Also, I was relating to this 
stuff. I find a lot of myself in the Ray, 
many of the sight gags that get thrown 
in and even some dialogue!” 

Quesada isn’t trying to imitate the 
late Lou Fine's artistic style. “There 
ain’t no way 1 could do anything that 
good!” laughs Quesada. “Lou Fine’s 
stuff was just magnificent. My stuff is 
radically different anyway, so there's 
really no conscious effort on my part 
to try to emulate that—I couldn't if I 
tried! The style is pretty much me. I 
have a lot of pretty obvious 
influences, like Mike Mignola. 

“Since my style is very graphic, 
dark and black, and this character’s 
powers are basically the powers of 
light, what better way 
to express that than to 
try and make the book 
as dark as possible?” he 
asks. “That way, when 
he does use these pow- 
ers, it'll hopefully 
explode off the page!” 

The artist agrees 
with comparisons of 
the Ray to the original 
Peter Parker. “I person- 
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someone to whom kids 
can relate. In my mind, 
Peter Parker is like 
Billy Joel—he’s mar- 
ried to a famous model, 
and everybody won- 
ders, ‘How did he get 
there?’ The Ray is a 
throw-back. In the first 
(continued on page 66) 
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Whether they're kids or adults, Ray and Jenny just can't keep in touch, 
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Manowar 
(continued from page 28) 


books that I don’t necessarily do the 
art on—I run production at Valiant— 
so I'm involved in every aspect from 
color separators to writers. 

“I know what Jim considers ac- 
ceptable, 1 know the kind of stories he 
wants to tell. He knows where my 
strengths lie, and we have a lot of 
non-verbal communication. He's ter- 
tific to work with—otherwise, 1 
wouldn't be here!” 

Layton says they've been able to 
establish a new comics company 
almost from scratch. “We did build on 
what Russ Manning did [for Magnus], 
although Solar does bear little 
resemblance to the original. We really 
did build everything from the ground 
up. and that's the way we wanted to 
do it. It seems to be real effective. 
We're doing well out there at a time 
when many other companies are go- 
ing under. Jim and I went into this to 
compete directly with Marvel and 
DC, and that’s why the accent right 
now is on doing the mainstream su- 
perhero stuff.” 

After 17 years in the comics indus- 
try, Layton says he's still having fun. 
“I'm having a great time! I'm finally 
in a position where I can do the kinds 
of things that ۱ think are important. 
Part of my disillusionment with 
Marvel is that they're really ‘story 
lite,” or in some cases, there’s really 
no story at all—it's just episodic. I'm 
a storyteller. 

“When I worked with David 
Michelinie all those years, I think we 
did some really great Iron Man sto- 
ries. People to this day tell me t 
memorable stories are the alcohol 
stories, the Doom Camelot stories. To 
me, those are important stories in the 
histories of those characters, and 
that's what I like doing. 

“There's something very important 
about sating comics that everyone 
can read, not just hardcore fans. I've 
given copies of Solar to total civilians. 
Not only were they able to read them, 
they became excited about them and 
wanted to read more. Our goal is to 
create a larger, mass market, and I 
really felt like there was no way 1 
could do that at Marvel. Here, we've 
started to create that. 

“The ultimate victory is not just to 
create stuff that a comic fan can get 
excited about, but to send copies 
home to my cousin who works in the 
mill, and have him get just as ex- 
cited,” says Bob Layton, who believes 
X-O Manowar should maintain that 
lovel of excitement. 

"With all of our products, our goal 
is to create real quality work in story 
and in art—and I don't think we've 
disappointed anybody so far!" 
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Blood 


the two stories are totally unrelated. 
The book’s mood is depicted 
vividly by the resident artist. The 
atmospheric land has inspired many 
tales of spirits and lore, mostly due to 
the nature's erratic climate. “It can be 
very magical at times. Sometimes you 
can be sitting in Scotland, and it can 
be pissing out rain and you're longing 
for the sun in California, but other 
times, you will come across parts in 
Scotland, particularly in the valley, 
where you can have sunshine,” 
Kennedy says, pausing for the image 
to set in the mind’s eye. “And then it 
suddenly becomes very dark, and 1 
mean dark. And with a breeze 
blowing through the grass, or the 
wind blowing through the trees, it gets 
very atmospheric. Of course, if you 
happen to be looking at an old ruined 
castle in the distance, your imagina- 
tion just runs off with you. The land 
has inspired so many stories—I can 
see why Highlander was written.” 
Sunsets on the Orkney Isles are 
equally inspiring. Kennedy recalls a 
time when writer Tom Veitch visited. 
“Tom was here three or four years 
ago. The sun, she was just dying—go- 
ing away for the night. The horizon on 
the Atlantic Ocean was just perfect, 
and Tom turned to me and said, ‘I can 
just imagine Viking ships coming 
round the headland!’ ” Kennedy’s cur- 
rently working with Veitch on a Star 
Wars mini-series from Dark Horse 
Comics, and the two collaborated on 
The Light and Darkness War for Epic. 


lood on the Moors and Star 
B Wars don’t keep Kennedy busy 

enough. He’s finishing some 
inking on two Batman stories by John 
Wagner and will be working on The 
Airtight Garage with Moebius. “It 
seems Marvel is pleased with Blood 
on the Moors, and they've basically 
said to pick a character again. 1 
mentioned to them that I would like to 
do something with the X-Men or 
Wolverine. I hate saying it, but I 
would like to do one of those big 
sellers. With popular characters, 
though, more people get to see your 
work.” He adds with a chuckle, “And 
I presume you get big royalties, which 
can’t hurt.” 

Cam Kennedy will be visiting the 
States next summer when he attends 
the San Diego Comic Convention. 
“I'm looking forward to that. By then, 
I feel I'll have a good body of work to- 
gether. The fans I've met in America 
have been refreshing. It’s good to see 
people so interested in comics. As 
long as they're interested in comics, 
they won't be doing anything nasty— 
at least, they shouldn't be, right?” رق‎ 


issues, Ray spends most of his time 
whining about his life, and he has this 
sidekick who keeps slapping him into 
reality.” 

Quesada has several main goals he 
hopes to accomplish with The Ray. 

“I really love kids, and I’m making 
a conscious effort to make it enjoyable 
from a kid's standpoint—what would 
they really like to see? I remember 
some of the early Spider-Man stuff, 
but I don’t say, ‘This is the way it has 
gotta be done.’ I'm just really trying to 
make it fun. 

“Looking at comics today, I feel 
there’s a genuine lack of good story- 
telling, and being able to look at a 
page and know what's going on at 
first glance. I also wanted to make the 
story as clear as possible and keep 
the pacing going, because I feel there’s 
a general lack of concern with telling 
it properly among artists in the indus- 
try lately. 

“I hope people like the book. This 
is going to be my first exposure in the 
mass market, and I'm curious to see 
how people are gonna receive my 
stuff, because nobody has ever seen 
it!” says Quesada, noting that he 
hopes The Ray will become an ongo- 
ing series. “If the ongoing title is writ- 
ten by Jack, edited by Jim, and is as 
much fun as it has been up to now, it 
would be great!” 

Harris wants to see The Ray return 
in an unlimited series. “I would cer- 
tainly like to carry on with it, and 
they're already talking about a regular 
series,” says Harris. “Everyone di- 
rectly above Owsley seems to be real 
hot on it. They keep talking about it, 
so hopefully, before I finish the sixth 
issue, they'll give me a go-ahead for a 
regular series!” 

So, while Jack C. Harris, Joe 
Quesada, Jim Owsley and company 
wait for a green light on the further 
adventures of The Ray, readers can 
enjoy the current revival of comics’ 
original dazzler. 

And, all indications are that the fu- 
ture of The Ray looks very bright. تق‎ 


(continued from page 48) 
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Batman’s 
Reel Facts 


We the next adventure 
in the Batman cine- 
matic saga now in produc- 
tion, the rumors haven't 
ended. Various magaz 
newspaper and TV stories 
have reported wildly erratic 
“facts,” ranging yet again 
from the truly bizarre to the 
incredibly batty. 

Here's the real informa- 
tion, rather mundane com- 
pared to the erroneous 
speculation published else- 
where. It's all detailed, all 
confirmed, and all, as far 
COMICS SCENE can tell 
true: 

J The follow-up adven 


ture is titled Batman Re- 


turns (not Batman II or any 
thing else). ICI be released 


by Warner Bros. in summer 2 


1992. 
4 Tim Burton is again 
directing (CS#8. STARLOG 


#130 & #162). Burton's Ed- 


ward Sc: rhands collabo- 
rator, Denise Di Novi, is the 
producer. 

Michael Uslan and‏ تا 
Benjamin Melniker, who‏ 
purchased movie rights to‏ 
the Batman mythos from‏ 
DC Comics in the early‏ 
1980s and served as Bat-‏ 
man’s executive producers,‏ 
are also on board again. The‏ 
first film's producers, Peter‏ 
Guber and Jon Peters, al-‏ 
though now long gone from‏ 
the Warner Bros. studio‏ 
stable, are also listed as ex-‏ 
ecutive producers for con-‏ 
tual reasons. Guber and‏ 
Peters are not directly in-‏ 
volved with this movie.‏ 

4 The script is by Dan 
(Heathers) Waters. Later 
drafts have been written by 
Wesley (Arachnophobia) 
Strick. Final writing credits 
will probably not be deter- 
mined for several months, 
An earlier script by Sam 
Hamm, the first film's co- 
writer, was discarded. 


٭د 


The darknight detective looks to next summer. 


Here are the “reel facts.” 


\4 Key creative personnel 
encoring from the first film 
include composer Danny 
Elfman (STARLOG #147 
and costume designer Bob 
Ringwood (STARLOG 
#143), joined for this movie 
by costuming colleague 
Mary (Short Circuit) Vogt. 

lJ New to the world o 
Batman are director of pho- 
tography Stefan Czapsky 
(who worked with Burton 
on Edward Scissorhands), 
production designer Bo 
Welch (who teamed with 
Burton on both Beetlejuice 
and Edward Scissorhands), 
film editor Chris (Top Gun) 
Lebenzon and second unit 
director Bill (Midnight Run) 
Weber. 


O After creating Edward 
Scissorhands, special 
makeup FX designer Stan 
Winston joins Burton's 
Batman team. He's creating 
the Penguin’s look. 

lJ Bob Kane, who created 
Batman in 1939, again 
serves as a consultant. 

Michael Keaton re-‏ تا 
turns, of cou as Batman.‏ 

Also ba from the‏ تا 
first film's cast are Michael‏ 
Gough as Alfred and Pat‏ 
Hingle as Commissioner‏ 
James Gordon.‏ 

ÛJ Kim Basinger, Robert 
Wuhl, Billy Dee Williams 
and Jack Nicholson aren't in 
the € It is possible, 
though unlikely, that they 
might appear via the mira- 
cle of flashback footage. 


Other reports about their 
participation are in error, 

2 Taxi’s Danny DeVito 
portrays the Penguin, 

Michelle (Ladyhawke)‏ تا 
Pfeiffer (STARLOG#94) is‏ 
the Catwoman. Annette (Re-‏ 
garding Henry) Bening was‏ 
originally cast in the role,‏ 
but had to bow out prior to‏ 
filming due to pregnancy.‏ 

Other cast members‏ تا 
include Christopher (The‏ 


Dead Zone) Walken 
(STARLOG #97) as busi- 
nessman Max Schreck, 


Michael (Shocker) Murphy 
as Gotham City’s new 
mayor and Vincent (Ghost) 
Schiavelli as the Organ 
Grinder. 

J Paul Reubens—who 
worked with Burton on the 
director's first feature, Pee- 
wee's Big Adventure—-plays 
the Penguin’s father. 

Û At this time, the char- 
acter of Robin has not been 
included in the film. Re- 
ports elsewhere to the con- 
trary are inaccurate, 

Batman Returns is‏ تا 
filming in California, not‏ 
England (where the st‏ 
movie lensed) or Mexico‏ 
(the Churubusco Studios,‏ 
where Total Recall was‏ 
shot, were considered).‏ 
Soundstages at Warners‏ 
Studios as well as at le‏ 
one vast stage at Univ‏ 
(for the Batcave) are being‏ 
used.‏ 

Q Merchandising and li- 
censing tie-in deals are still 
being finalized. Repeating 
first film tie-ins, however, 
include a novelization 
(apparently from Warner 
Books), a Batman/Penguin 
original tales anthology 
(from Bantam) and trading 
cards (from Topps). 

J Various DC Comics 
tie-ins to Batman Returns 
are also expected. 

J An animated Batman 
series is in the works from 
Warner Bros. TV. It pre- 
mieres in fall 1992 on Fox. 

—David McDonnell 


COMICS SCENE #24 67 


11 projects are live-action 

unless specified. Those 
marked by an asterisk (*) are 
new/updated since last listing. 
Not everything listed will ulti- 
mately ever be made. Legend: 
5 ipt; D: director; P: pro- 

; AN: animated; LA: live- 
action; Syn: syndicated; HB: 
Hanna-Barbera; MWS: Mura- 
kami- Wolf Swenson; RB: 
Rankin-Bass; WD: Disney; WB: 
Warner Bros.; PP: Paramount; 
U: Univers: l: Columbia; 
FF: Funnybook Films. Attn. all 
pros: Info to be added to this 
list is cheerfully invited. Send 
to COMICS SCENE, 475 Park 
Ave. South, 8th Flr., NY, NY 
10016. (Info as of 10/28/91) 


* The Addams Family. Film. 
Out. (see article) AN series, 
ABC. HB, Fall '92. 

The Airtight Garage. AN. 
S: Randy Lofficier. 

Aladdin. AN film. WD. ‘92. 


Alias. Film. U. S: David S. 
Goyer. P: P. Lenkov Daniel. 
Alley Oop. Film. Col. 


The American. Film. P: Joel 
Silver. S: Mark Verhei 

American Flagg! 

An American Tail: 
Goes West. AN film. Out 

Ant-Man. Film. 

Archie. LA Film. S: N. & D. 
Ephron. D: J. Schumacher. DIC. 


Baby Huey. AN short. U. 8: 
Bill Kopp. 

Barbarella. TV. Nelvana. 

Barbie. Film. Abrams/ 


Gentile Ent. & Mattel. 
Batman. Sequel. Batman 
Returns Dan Waters. D: Tim 
Burton. WB. June 
series, ‘92 Fox. ( 

Battletoads. 
* Beauty & the Beast. AN 
film. WD. Out. (see articles). 

Bebe’s Kids. AN film. S: 
inald Hudlin. Hyperion/PP. 

Beetle Bailey. Film. 

Beetlejuice. AN series. ABC, 
video & FBC. Film sequel. 

Betty Boop. Film. D: R. 
Fleischer 

Blackhawk, Film. Amblin. 
8: Dan Aykroyd 

Blackman, Film 

Blade. Film. S: Lee Goldberg 
& William Rabkin 

Blinky Bill. Australian AN 
film. P: Yoram Gross, ‘92 

Blondie. Film musical. WD. 

Alfred Uhry. P: Francine 
LeFrak, Dean Young 
* Bloom County. AN TV 
Special. S: Berke Breathed 
۸۱101101711 CBS. 

James Bond. Syn AN sories 
James Bond Jr. MWS. 

Bonkers D, Bobcat. Syn 
AN series, WD. 


Re 
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Boogiemanland. AN. 
Nelvana. 
Bucky O'Hare. Syn AN. 
Bugs Bunny. Bugs Bunny 
Lunar Tunes. TV special. 
Theatri “Blooper 
Bunny bye Rabbit.” 
Termite Terrace. LA/AN film. 
D: Joe Dante. Based on Chuck 
Jones’ Chuck Amuck. 

Bullwinkle. Boris & Natasha 
film. Release delayed, 

Capitol Critters. AN 
P: S. Bochco/HB. AB ; 

Captain America. Film. 

Captain Planet. AN series. 

Casper. Film. Amblin. 


* 


jertainment 


1989 Hanna-Barbera 


Scooby-Doo Art 


Cool World, AN/LA film. 
PP. D: Ralph Bakshi. '92. 

The Crow. Film. S: John 
Shirley. D: Alex Proyas. P: Ed 
Pressman. 

Danger Squad. Film. P/D: 
Leo Fong. W/D: P.R. Cable. 

Darkwing Duck. AN Syn & 
ABC series. 

Deathlok. Film. 

Defenders of Dynatron City. 
AN half-hour. LucasArts. 

* Dennis the Menace. Film. P: 
John Hughes. WB. Also Dennis 
the Musical. Broadway 
musical. Fall "92? 


Scooby-Dooby-Doo, where are you? Perhaps on your way to 


the movie screen? 


Charlie Chan. Film. S/D: 
David Mamet. P: G. Kirkwood, 
J. Hyde. 

Chester Cheetah. AN. 
Nelvana. Fox. 


City of Darkness, Film. S: 
Patrick Cirillo & Joe Gayton. 
P: M. Douglas, R. Bieber. Col. 
* Cobalt 60. AN Film. (see 
article) 

Conan, Film sequel. S: 
Charles Edward Pogue. 

Concrete. Film. S: (D) L. 
Wilson, C. Thompson. P; Tim 
Burton. (see article) 


Dinosaurs for Hire. Film. S: 
Richard Finney & James Bonny. 
Fox. FX: Henson C Shop. 

Dr. Strange. Film. Zoetrope. 
D: Alex Cox. P: F. Coppola. 

* Drawn Together. TV sitcom 
pilot. Cartoonist’s character 
comes to life. S: Kelly Kulchak. 

Dreamwalker. CBS TV film. 

Dudley Do-Right. Film. PP. 

Elfquest. Film/TV. Abby 
Lou Prod, Freedom Distrib. 

Evangeline. Film. FF. 

Family Dog. AN . CBS. 
P: Spielberg, Burton, Klein. ‘92, 
Amblin/Nelvana. 

Far Side. AN TV. 


Fearless Fosdick. LA Nelvana. 

Fish Police. AN series. HB. 
CBS. Mid-season. S: J. Romano. 

The Flintstones, Film. Fred: 
John Goodman. D: Richard 
Donner. U/Amblin. AN TV 
film. S: J. Romano. 

Garfield. AN series. 

G.I. Joe. Film. S: Anthony & 
John Gentile. WB. 

Goofy. Syn AN series Goof 
Troop. WD. 

The Green Arrow. TV. 

The Green Hornet. Film. S: 
D. Mancini. P: D. Kirschner. U. 

Grimjack. Film. 

Gumby. Film. 

Hopalong Cassidy. Film. S: 
G. Popper, J. Rosenthal. 
Alligator Prods. 

Human Target. Series. ABC. 
Cast: R. Springfield, C. Cle- 
mons. P: D. Bilson, P. De Meo, 
L. Lyttle. '92. 

Inspector Gadget. LA TV 
series. DIC. Family Channel. 

Iron Man. Film. D: Stuart 
Gordon. U. 

The Jetsons. LA film. U. 

Jo Jo. Film. P: Lee Caplin. 

S: Mike Chapman. 

Jonny Quest. Film. U. 

Judge Dredd. Film. Fox. S: 
H. Chaykin & J. Moore. P: C. 
Lippincott. For '93. 

Kaanga. Film. S: (D) Geoff 
Edwards, S. Bernard. P: L. 
Caplin, B. Edwards, T. Adams. 

Li'l Abner. TV. P: Max & 
Micheline Keller. 

Little Mermaid. AN prequel 
TV series. For ‘92. WD. 

Little Nemo. AN film. TMS 
Ent./Hemdale. June '92 

Lone Wolf & Cub. 
John Bruno. P: Ed Pres 
S: Bill Wisher. 

Lucky Luke. TV series. 
Terence Hill. SB Comm. 

* Mai the Psychic Girl. Film. 
D: Tim Burton. S: L. Wilson, C. 
Thompson. P: Burton, Wilson, 
Denise Di Novi, Walter Hill. 
Carolco. (see article) 

Mandrake. Film. 

The Mask. Film. New Line. 

Mr. A. Video. 

Mr. Magoo. Film. P: S. 

h. AN/LA. 

Mr. X. Film. P: Jim Cash 
& Jack Epps Jr. 

Monster in My Pocket. AN 
special. HB. ABC. S: Glenn 
Leopold. 

Mother Goose & Grimm. 
AN series. CBS. 

Nancy. Film. P: P. Muller. 

Negative Man. Bob Kane 
hero. LA series. Nelvana. 

Neil the Horse. AN/LA. 

Nick Fury, Agent of 
SHIELD. Film. S: Greg Pruss. 

Joe Palooka. Musical. 

Paparazzi Samurai. AN TV 
series. P: DIC, Abrams/Gentile. 
* Peanuts. New AN TV 
Special. Film. 

The Phantom. Film. P: B. 
Sherlock, P. Sjoquist, J. Torv, 
R. Price. S: Ken Shadie. Lee 
Falk, con. D: Simon Wincer. 


Tis 


Pico & Columbus. AN film. 
Bavaria Film. 

Pirates of Dark Water. 

AN series. ABC. HB. 

Power Pack. TV pilot. 

S: J. Brett. N World/Paragon. 

Plastic Man. Film. 
WB/Amblin. 

Prince Valiant. AN series. 
Family Channel. LA Film. 
Constantin Films. S: Michael 
Beckner. P: Jim Gorman, Bernd 
Eichinger. 

The Prowler. Film. FF. 

The Punisher. Sequel. 

Radio Boy. AN. RB. 

Reid Fleming. Film. 
eator David Boswell. 

: M. Weisman, J. Loeb II. 
Richie Rich, Film. P: 
Silver, J. Davis. S: Neil Tolkin. 

RoboCop 3. S: Frank Miller 

& Fred Dekker (D). For '92. 


Roger Rabbit. Prequel film. 


Who Discovered Roger Rabbit. 
D: Rob Minkoff. WD, New 
short “Hare in My Soup.” 

Rogue Trooper. Film. 

The Saint. Film. S: Terry 
Hayes, D: Renny Harlin. P: 
Robert Evans. PP. 

Scooby Doo. Film. 

Secret Agent X-9. A 

Sgt. Preston. TV revival. 

Sgt. Rock. Film. P: Joel 
Silver, Bob Zemeckis. WB. 

The Shadow. Film. S: David 
Koepp. P: Martin Bregman. U. 

The She-Hulk. Film. S/D: 
Larry Cohen. B. Nielsen. 


The Silver Surfer. Film. 
The Simpsons, AN. FBC. 
* Speed Racer. Film (D) 
Patrick Johnson. John Lau. P: 
J. Silver, Richard Donner. WB. 
* Spider-Man. Film. I 
Cameron. Carolco. Sta 
ical. S & lyrics: B. 
K. Herrmann. 


Starwatcher 
Alain Guiot/Videc 
Moebius (D) & J. F 

Sub-Mariner. Film 

Superboy. Syn TV. 

Super-Dave. AN version of 
LA series. DIC. 

Superman. 
New Movie. Aark Jone: 
C Bates. To lense FL. f 
uper Mario Bros. LA film. 5 Lotsa DC and Marvel fol s 
S: Barry Morrow. D. DeVito. F DC-Marvel Collection embling the two companies’ 

Swamp Thing. TV. USA. team-up collaborations in one volume. 

Tales from the Crypt. HBO. 

Tarzan. Syn TV se 

Teenage Mutant Ninja 
Turtles. AN series. CBS & Syn. 

Terry & the Pirates. Film. 
S: J. Feiffer. P: G. Kirkwood, 

J. Hyde. EXP: S. Weston. 

Thor, Film. Stonebridge. 

Time Beavers. AN TV 


1 DC Comics, Inc. & Mary 


uperman 


Ultraman. 13 new half-hour S: George R.R. Martin. P: 
TV episodes. Shot in English. Michael Engelberg. 
Valentina, TV series. Wizard of Id. Film. Cinergi. 
Dementra Hampton, Retcitalia, Wolverine. Film. 
Vampirella. Film. S/D: Jim The X-Men. Film. Carolco. 
Wynorski. P: Jim Cameron, AN 5-ep mini- 
V for Vendetta. Film. WB. series. FBC. Marvel ۲ 
S: Hilary Henkin. gi Bear. Yo! Yogi. AN TV 
. HB. NBC. 


Art: Trademark & C 


series ke. WARP. Film. S/P: Mark se 
Tintin. AN Nelvana. Victor & Michael Grais: Zen. Film. AN 
Ellipse. HBO. Watchmen. Film. P: J Zorro. Film. D: 
Tom & Jerry. AN film. P/D: Silver. D: T, Gilliam. Spielberg. S: Nancy Larson. Tri- 


We're Back. AN film. 
Amblin London/U. 
Why I Hate Saturn. TV. 
Wild Cards. Film. Disney 


Phil Roman. Summer ‘92. Star. TV series. Family Chan. 
Trouble with Girls. Film. 
Fox/FF. S: W. Jacobs, G. Jones. 
P: M. Pepler, N. Tabachnick. 8 


List copyright © 1991 Starlog 
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The Official Movie Magazine 


Stariog presents 
THE OFFICIAL MAGAZINE— 
ہے مت ہے‎ 


و 


STAR TREK VI: 
THE UNDISCOVERED COUNTRY 


Truly a unique motion picture event, STAR TREK VI: THE 
UNDIS: OVERED COUNTRY is the LAST voyage for the original 
crew of the Starship U.S.S. Enterprise! 

THE OFFICIAL MOVIE MAGAZINE contains behind-the scenes 
articles! Interview! Special FX reports! Color photos! Make 
your reservation now and this once-in-a-lifetime magazine will be 
mailed to you in December—before it is available on newsstands! 


RESERVE YOUR COPY TODAY! 
Only $4.95 + postage 


THE NEXT. GENERATION 


The Official Magazine 
STAR TREK: 
THE NEXT GENERATION 
TECHNICAL JOURNAL 


A Guide to the Hardware and 
Spacecraft of the 24th Century 
The ST: TNG TECHNICAL JOURNAL propels you at warp 
speed into the super-tech universe of the 24th Century. 


Here is the first comprehensive look into the "reality" upon 
which this popular television series is based. 


Using text, blueprints, highly-detailed illustrations and photographs—many in thrilling color—you will get a complete overview 
of the technologies that built the Starship USS Enterprise, NCC-1701-D, its weapons, spacegear and uniforms. Only $6.95 + postage 


A MUST-HAVE MAGAZINE FOR ALL COLLECTORS! 
High-quality paper. All color. 


Pre- romotional covers. From the publishers of STARLOG and STAR TREK: THE NEXT GENERATION, the Official Magazine Series. 
TM. ee 1881 Paramount Pictures eration, All Rights Reserved. STAR TREK and U.S.S. ENTERPRISE are Trademarks of Paramou ures, 


SEND CASH, CHECK 

OR MONEY ORDER 
STARLOG PRESS 

475 PARK AVENUE SOUTH 
NEW YORK, NY 10016 
Please indicate quantity of magazines 
ordered and add $2.05 


(FOREIGN: $4) per magazine to cover 
postage and handling. Canadian 
residents add 10% sales tax. 


IF YOU DO NOT WANT TO CUT OUT 
۱ COUPON. WE WILL ACCEPT WRITTEN 
ORDERS. 


STAR TREK VI: THE 
UNDISCOVERED 
COUNTRY—S4.95. 
(To be mailed to me in 
December.) 


STAR TREK: THE 
NEXT GENERATION 
TECHNICAL 
JOURNAL—$6.95 (To 
be mailed in 
December.) 


Total enclosed: 


25" ANNIVERSARY, ; 
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Join*the fun and celebration of Star Trek's 25th 


Anniversary. With your purchase of these. finé 
pure silver commemorative coins-you'll be assured 


Commo Reve rse 
® Mintage Each Coin 25,000 8 
° 5000 Matched Numberéd Sets ` . 


*Coins purchased separately will not have matched numbers. 
7 


All 3 coins with matching numbers only per set 


Individual coins each (No matching numbers) > 


From the total mintage of 25,000, only5,000 matching number 
sets will be made! Place your order today! 


.999 One Troy Ourice Pure Silver 
Individually Numbered 
Limited-Edition 1 : 
Beautifully Engraved on Both Sides 
Commemorating Star Trek's 


»+ 


5 


> 


> 


25th Anniversary 
100% Complete le to: Chicagoland Processing Corp. 
پآ‎ Money-Back Guarantee 11 Money Order 
If the edition is sold out. Š O Ma ۲ 


ant numb 


ENN TO. money will he refunded promptly. 
SEND TO: 3 1 


STARLOG PRESS 
475 PARK AVENUE SOUTH 
NEW YORK, N.Y. 10016 


Name 
Signature 

Ship to: Name 
Address 


City 


` Pure. Silver. 
Commemorative 
Coin Series. : - 


ALL COINS are individually packaged in a 
handsome, suete-like, crushed velour gift case * 
complete with a colorful descriptive pamphlet 
of a permanent keepsake of this truly special event.- . of Star Trek facts. 8 


Expires 


Phone 


ae $1.95 THE FIRST MINUTE * 
:.۔‎ +75¢ EACH ADDITIONAL MINUTE 


TAM S$ELEWA-- 
SEEKER ANV SEER OF 
KNOWLEDGE / BORNE UPON 
THE INTERSTELLAR WINZS, 
ZL ROAM THE MULTIVERSE fi 
GLEANING INSIGHTS AN? 
INFORMATION.’ 


Tä 


ary or touchtone phones may access the service by dialing 1-900-7-SELENA 
where in the continental U.S. at any time, 24 hours a day. The charge of each call is $1.95 for the 
additional minute. 2. Only callers with touchtone telephones may enter the monthly 

hones, 3. Callers may call and enter the d 
mitted, 4. Drawings will be held on the last 
inue unti the drawing is suspended. One (1) first prize winner, three (3) second prize 
prize winners will be selected randomly each month. All winners will be notified by 


as many times as they like, 
‘each month beginning on 


be awarded in the name of a parent or legal guardian. 
liable for incorect or inaccurate entry of information by 
juter equipment, re OF am ation therof, or 


jemarks owned by Marvel 


© GRAMERCY ENTERPRISES, ING 


CALL MY COMICS HOTLINE-- 
AN? I WILL REVEAL UNTO You 
THE LATEST ANZ MOST EXCITING 
EVENTS IN THE MANY WORL?S OF 
COMICS / ۴۱۱۱۷۴ OUT WHATS HOT : 
AN? WHATS NOT--/ CALLER OPTIONS 
INCLUDE MARVEL, VC, VALIANT, if 

۱۸۷۴2۶۴61061112 ANP COMICS NEWS! 


3F = 


COLLECTORS! 
DISCOVER INTRIGUING BACK- 
ISSUE INFO! EXPERTS.“ TRY MY 
TERRIFIC TRIVIA? EVERY TIME YOU 
CALL YOU ENTER THE SELENA | 
A SWEEPSTAKES WHERE YOU CAN ا‎ 
\ WIN RARE BACK ISSUES AN? : 
SUPER-SPECIAL MERCHANDISE / 


SHARE My 
KNOWLEDGE OF \ 
THE MANY WORLDS 
OF COMICS/CALL 
ME WOW! 


7 EVERY CALLER IS 
ENTERED IN THE 
E SWEEPSTAKES! 


1ST PRIZE IRON MAN #1 ($400.00 VALUE) 
2ND PRIZE PUNISHER #1 ($35.00 VALUE) 
3RD PRIZE MAGNUS ROBOT FIGHTER #1 ($15.00 VALUE) 


iost or delayed data transmissions. 7. Drawing open to all U.S. continental residents, Employees and families of West 
Interactive Inc. and Gramercy Enterpnses Inc, and their affliated companies and sponsors are not eligible. All federal, 
state, and local laws and regulations apply. Telephone entry of sweepstakes void in MD, AZ, VA, GA. 

8. The prizes will be awarded. The odds of winning depend upon the number of entnes received. No pi 

or transter is permitted. All taxes are sole responsibilty of winner. 9. No purchase necessary to enter sw 

free entry, send a selt-addressed stamped envelope with your name, address, telephone 

sponsor at : Selena's Comics Hotline, c/o Gramercy Enterprises Inc., 114 East 14th Str 

10003. Residents of VT and WA state need not include retum All written ent 


st of prize winners may be obtained by wing to the sponsor at: 
prises Inc., 114 East 14th Street, Suite 276, New York, NY 10 


iament Group, Ine. Magnus Robot Fighter is a registered trademark owned by Voyager Communications, Inc. 


Rogue © & IM Marvel Comics. 1991 


Aliens Book II | (2nd),4 2.50 
Eorth Wors 1-4 (Ist - Sole) .... 1.50 
Alpha Flight 91-96, Spec 1.2... $1 
1§,20-22.27,28,32.35-38 . ..5 
Amaz Spid 303,305-320 $20 
321-325,328 $15 331-333 . $5 
336-339 $1 345-347 (Lim 2) $4 
342,348 $1 350,Ann 25(Lim 1)$2 
Ape Nation | (Limited) $5 1 $2 
Avengers 267.269, Ann 18,19 $1 
305-312,318-332,334-339  .75 
Avengers W Coast Ann 5 75 
45,47-49,51-53,57-66,73 75 
Batman 443-454 (Sale!) 50 
437-442,455,456 Ann 14 ۵٥۵ 
434,435, 458-464 466-472 ۹1 
Batman: Legends Dark Knight 
1 (Umit |) $2 2-6 (Sale) .75 
7,9-12,18-25 $2 
Capt America 358-363 Ann9 22 
365,368-377,384,387,388 1 
Capt Britain 2,3,6, 0 1.50 
Cloak & Dagger 9 $2 
Daredevil 262.273.275-288 $1 
293-295, Ann 6 (Limit 2) 1.50 
DC Universe 1-15 (919 4.95 
0901100 2.3 $3 4-7 (Ist-Lim 2) $2 
Detective 603-617 (Sale!) 50 
618,620-626,628-640 1.00 
Dr. Strange 11, 14.25,29-31.33 1.50 
Excalibur 9-21 $1.50 23-45 $2 
Font Four 322.331-345,Ann 22 .75 
350,354 1.50 358 (Limit 1) 0 
Ghostrider 16-22 (Ist-Lim2) ... $2 


15 (Gold Cover) (Limit 1) $3 


` Green Lant E Dawn II 1-4 1.50 


Guardians Galaxy 10-15 1.50 
۲۱۷۸۷۸۷ (Reg) 1-7,10-12 0 
Hulk 363, 366,380-385,Ann 16. $2 
Infinity Gauntlet 1-6 (um 5) 2.50 


iron Man 243, 346-271 $1 
JLA 28 29,31-35,38-42,46-49 .75 
JLE 3-13,16-19,25,28 75 


Hawkworld (Reg) 1-7.10-12 1.50 
Legion (New) 1.2.7.9-21.Ann 1 1.50 
Marvel Comics 72.74 (Lim 2) 2 
32-42,54-60,77-81,90-92 0 
Marvel Universe 1-14 (New) . 3.50 
Namor 2.5,12.15-18(lim 2). $1 
New Mutants 87(Gold)1.50 97 $3 

100 (Ist گنا‎ 2), Ann 7 $5 


Send $1 
for our large 
color catalog! 
Or Free with 
any order! 


HOLIDAY SALE 


Reg./ Sale 
Batman vs. Judge Dredd ............ 

All new violent 64 pg story! Painted ort by Bisley! 
Best of Marvel Comics.............. $13/10.95 
The best Marvel stories ever by Stan Lee, Jack Kirby, 

Jim Starlin, John Byrne & more! 200+ pgs! 
Ghost Rider Trade (Issues 1-7) .$13/10.95 
Contains the first scarce seven issues by Saltores! 
History of Marvel Hardcover ...... $45/34.95 
Features the entire 50 year history of Marvel! Includes 
700+ photos, exclusive artwork & more! 288 pgs! 
Lobo Military X-Mas Special ..... 2.50/ 1.95 
The Easter Bunny hires Lobo to kill Santo Claus! 
All new controversial 64 pg story by Simon Bisley! 
Marvel Investor Kit ................... $20/14.95 
Includes o grading guide, o price guide, o storage box 
plastic bags, 5 valuable Marvel comics & more! 
Marvel Universe #1-14 ................ 
New 1991 series! Lists every major Marvel character! 


Reg./ Sale 
New Mutants #87 (Gold) .............. 

All new gold edition featuring the 1st Cable by Liefeld! 
Similar to Ghost Rider #5(Gold), this issue will be hot! 
Punisher #57 (Ist Print - Limit 2) ..$2/ 1.50 

Features a red-hot “double-cover* Wanted Poster! 
Robin II #1 Collector Set (Lim 2) . 8.00 
This special poly-bagged set includes gll five covers of 
issue one plus a Limited Edition Robin Hologram Card! 
Unc X-Men #281,282 (Ist-Lim 2) .$3/ 1.50 
By Byrne & Portacio! These first printings are red-hot! 
Wolverine #50 (Ist - Limit 2) .....2.50/ 1.95 

Double-sized 50th issue features O die-cut cover! 
X-Men #1 Set (Ist - Limit 2) ....... $13/10.00 

Contains gll_5 versions of issue #1 including the limited! 
X-Men 1992 Calendar .................. 

Huge | -sheet calendar featuring Jim Lee X-Men art! 
X-Men Cards (Box - 48 Packs) ....$48/29.95 

All new 90 card series! Each box contains 480 cards! 


Collector PVC Figures Cable on Black T-Shirt 14.95 iron Man (Moebius) 
چوک ےس شش سیب‎ Comic 1991 Price Companion . 5.95 Nick FuryWolverine (Chaykin) . age 
New Titans 56,57,60,63 2.50 Colossus, Cyclops, Gambit Marvel Models; Hulk 27.95 She-Hulk (Painted) 5.95 
59,.67-69,73,75-78 (Sole) .. 1.50 Marvel Girl, Nighicrawter, Punisher Punisher, Spidey, Wolverine . 24.95 Spidermon’s Lair (McFarlane) ... 5.95 
New Warriors Annual | $5 Robin, Spidey, Storm, Wolverine Marvel Button Set (6) 4.95 Turtles (Group) 5.95 
1(Gokd),9, 10.12.14 (Um 2) مو‎ Punisher Porfolio 1556. Come Gl colo bullonsi Woly vs. Cop (Zeck) -5.95 
X-Men Cords (Pock) 1.00 X-Men T-Shirt (Jim Lee art) . 14.95 Woly vs. Hulk (McFarlone) 5.95 
NFL SuperPro 1-3 (1st Pnn) .. 1.50 X-Men Cords (Box-48 Packs) 29.95 X-Men Limited Edit Prints (6) .. 14.95 X-Men (Art Adams) 5.95 
Planet of Apes Lid Edit | $5 Features six 6x9" prints by Jim Lee! X-Men (Jim Lee - Huge) 5.95 

238610 Ape City 1-3 1.00 


Predator Cold War 1-4 (New) 0 
Punisher 26-32,50 (Lim 1) $2 

33-49,57(1st-Lim 2), Ann 3 . 1.50 
Punisher P.O.V. 3.4 (Um 2) .. 4.95 
Pun War Joum 12.13 $5 29 $2 

16-20 $3.50 21-28,31-33 0 
Robin 4.5 .75 Il | (Dwecf).. 1.50 

Set of Robin II 1(All 5 covers) . 7.50 
Shade 2-13 (Limi 2) 2.00 
SHIELD 1-6,13-16,21,24. 26 0 


She-Hulk 4-6,8, 10,19,28-30 0 Avengers Death Trop 

Sleepwalker 2-4 (Limit 2) 1.50 Avengers Korvoc Saga 
Spect Spider 165-167,171-178 $1 Capt. Amenca (Byme) 
spioemon 1 (Gren) سرت سس را ا‎ HC 


Superman 50 (2nd), 53-57 .... 1.50 
Mon of Steel 1.2 (New-Lim 2) $2 


for our large 
color catalog! 


Excolibur: Mojo Mayhem 
Font Four: Thal Galoctus 


& IM Marvel Comics. 1991 
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lmi quontihes Ad expres 6/1/92 Send 


Terminator Secondary Obj 1-4 2.50 Hulk: Zero Countdown 12.95 gamon 3-0 res ee 
Thor 416-426,428.433-435 1.50 ng SIN Moms) jG gg Batman Arches 10r2 6و‎ | Comics & Enterrainment | 
432 (New Thor - Limit 2) 2.50 Punisher Big Nothing 12.95 Batman Bnde of Demon 19.95 OMIC 
Turtles 17,18,20-22,25,27.28 $2 Punisher Mini-Series (Zeck) 12.95 Batman aa pe Box 470-CS12 
29-40 (1st - Sale) 1.50 Punisher vs. Daredevil 5.95 ٥0٥9۰ Ful . Gainesville, VA 22065 
Punisher vs Woverne 595 boon Hoy Tenor 495 | “(793-347-7081 | 
Archie 1-5 (1st) $1.50 21 5 5 Batman: Killing Joke 3. ( )- j 
Web of Spiderman Ann 6 $2 | priso ton سی‎ Batmon: L 1-6 =p | | 
Spiderman Wedding Sogo. 12.95 seg 1. Send $1 for our large. color catalog! 
66-68 70 (Salke) $1 75-78 1.50 Spidemon vs Kraven 15.95 Batman Yeor | or 2 9.95 | Or Free wiih any order | 
What If 9.12.17.21,2326-29 1.50 Spiderman vs. Venom 9.95 re oe سپ‎ 2. All comics are guaranteed in 
Wolverine 15,19.21.24 یا‎ Wovenne Bioodiust 4-95 Greatest Joker Stones S5 امھ مہ پیر بہ مہ‎ | 
26-31 (Sole!) $1.50 32-39 $2 + ٤ ae Greatest Superman 14.95 (ex. Robin 4.5 ore $75 eoch) 
41.42(Gold) 43-50 (IS-LM 2) S2 Woran gO n ggg Green Lont Emer Dawn 495 سیپ سو‎ | 
$ Please او‎ legs? n 
Wonderman 1-4 (Ist - Lim 5) . $2 Wolverine Trode (Miller) 9.95 Justice League pe | د‎ hs ane | 
World's Finest 2,3 (Ist - Sole) $2 Wolverine vs. Hulk 4.95 A of Steal 1 295 6. US odd $3.95 for shipping 
205 مود‎ ٢۱ص‎ Asgordion ۷۷ ۰. 14.95 (Wo ecouri اسم او‎ 
رون‎ i X-Men: Days Future Post 4.95 k Add extra ۶۱ for insurance | 
261 -265,277,Ann ۱۱۱۱3۰۱5 $2 X-Men: Days Future Present $15 8 ا الس جا‎ 
278-284 (1st-Lim 2) 1.50 X-Men: From The Ashes 14.95 Ahens Book LI 12.95 Pomen nU y 
281 (Red-Lim 2), 282 (Gold) 1.50 X-Men: God Loves 9.95 Abens EorthWor 13.95 ls Senne | 
X-Factor 15,29,30.41-43,5051 $2 X-Men: Phoenix Sogo 12.95 Predator (Book | 1-4) 1295 | (Fox # 703-347-2156) | 
44-49, Annual 4.5 (Solel) رو‎ Men: Savage Lands 9.95 Terminator (Issues 1-4) 12.95 "10. Allow 3-6 weeks for delivery 
X-Men vs. Fantastic 4 9.95 Terminator Special 5.95 | 
54-57,69-74 (1st - Lim 2). . 1.50 X-Men vs. Storjommers 1,2 3.95 Turies Collechon 2-6 6.95 We reserve fhe night lo updole pnoes & 
X-Force ۱ (Gold Cover) 2.00 
2-5 (1st Print - umit 5) 1.50 
X-Men 1 (Siom - Limit 5) $2 
1 (Wolv Cover - Limit 5) $2 


2-4 (1st Print - Limit 5) 1.50 


(A $25 volue! 10 diferent items!) 


Bic Surprise BAG .......... $15.00 
(50 different, valuable comics!) 


لے — 


